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It's been a summer of gloom 
and doom highlighted by the 
disappearance of Imagine, 
Carnell, Rabbit and some 
others. 

Software and computer retail 
outlets have been moaning that 
nothing is selling and software 
companies have been upset 
thatstocks aren't being re- 
ordered. Some people are even 
saving that this coming 
Christmas, usually the good 
time, is going to be poor for 
sales 


Boris Allan in the Ziggurat 
column (Popular Computing 
Weekly, 19-25 July) says ihtal 
one time software houses like 
Imagine were thriving with so 
much money boosting the 
coffers that the smail 


within the company, hardly 
seem to have Scan 
now the n Is no long 
coming inata rate that will: 
pd fed E 
with enormous cars. He also: 
goes onto say, quite rig (é VE 
the problem with Imagine di 


nearly every other softwares 
house) is a lack of imaginati ep 





Butinthe first point, the full 
cofters, is it really the case? 
Imagine excelled at one thing 
very well, publicity. Ina short 
space of time the company 


became one of the best knownrate a 


inthe software business. It 
never hesitated to point outto 
jourmalists (national press as 
 wellas computer press) how 
much every square foot of 
carpet in the offices cost, how 
much every hand-crafted nut 


and bolt in Mark Butler's custom duningÁnis sumir 
Cinterpre Ras a ISA, 
possibly terminal slump in the 


motorbike cost, how many 
thousands-of pounds worth of 
Sage computers it owned for 
software development. Ithit the 
headlines again and again with 
tanciful stories of teenage 
programmers earning E35,000 
ayear. Ifyou are very 
successful al creating an image 
of success, then it's amazing 
how willingly banks and other 
| Investors will pour money in. 
The partwork publisher 
Marshall Cavendish was 
prepared to fronta quarterofa 
million pounds to develop 
games for their Input magazine 
— atwhich point itbecame clear 
that despite all the ad 
| campaigns, despite Arcadia 
and “zoom, despite the media 
hype, Imagine did indeed lack 
imagination. 

The point 'm making is this: 
are we really looking at a slump 
inthe software market orare we 
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ei Have arado inas well 





PC EP 


looking ata case ol severe 
indigestion? 

Early in 1983, about the time 
Imagine was forming around 
the success of Arcadia, there 
were only a handful of software 
houses producing Spectrum 


games, Today there are in the 


| region of four times that 
| number. Then itwas almost 
| impossible to purchase a 


cassetie from a shop — a few 
W H Smilhbranches were 

displaving about ten games, 
computer retail outlets mostly. 


entes ira 


Atone point Mark Butler was 
heard to say that 75% of all 
spectrum owners had bought 
Arcadia. Assuming at that time 
that half a million Spectrums 


| were sold, that would have 


meant 375,000 copies oÍ 
Arcadia had been purchased. 
This is a ludicrous figure! As any 
honest software house will tell 
vou, a sale of 25,000 casseties 
isg090d, 40,000 is a best seller 
and anything over is simply 
marvellous. 

Something well in excess ofa 
milton Spectrum's sold may 
seem alot. In comparison with 
the numbers ofrecord players «o; 


ipi rela saia 


“Es dever Fone rat the Bt games 





May itnotbe lhe case that we 
are looking ata market that 


| certainly has grown withmore ... 


“die 





E Romevor GR 


aiK 
a 





market, 

ifyou take this into account 
along with the collapse of 
apparently blue chip companies 
like Imagine, then the situation 
certainh does look gloomy. The 
real pointin Imagine s case is 
whether they really ever made 
the kind of money of which they 
so openhy boasted? | don think 
so. Flashy cars and big houses 
canbe easily bought with small 
personal profits from a rising 
company's coffers using 
mortgages and hire purchase. 
Offices can be expensively 
fitted out using the goodwill and 
creditof local suppliers who can 
see from their newspapers and 
telly that the purchaser is doing 
well — why worry about the 
money? In truth Arcadia and 
£z0OMm Were e qine s onhy real 
big sellers. Was their PR true? 


mn 
Pp 


] 
7 Pie 


agirádi industry was a boom 


area like British music. Well 
true, but to only one-fortieth A. 
the size. 


ar 
Dadá 
e a pis Dei 


Eai 













ps Ca Bd the gauzy 
de ght that all you had to doto 


make a few mega-bucks was 
churn outyet another pac-kong 
and puntit out at £6. Rabbitis a 
good example. Like Imagine, 
they were also capable of quite 
successful hype, notinthe 
press so much, but certainhy 


| with dealers. Claims of 60,000 
* cassettes sold per month inthe 


summer seem highly 
exaggerated. In truth the only 


| twogames of theirs | have seen 


that were worth anything were 
Escape MCP or the Spectrum 
and Troopa Truck for the 
Commodore. They too had 
lacked. imagination as a 


| company. 


In Ziggurat, Boris Allan adds 


| that more people seem to want 
| serious software, useful 


software and noi Nasi pira 

Our impressionatC His 
that people certainly don'twant 
mega-games at £40. What 
counis as usefulor serious, 
says Boris, can vary 






tremendously with the 
individual, Games are serious 
and useful — they're entertaining 


| as well, ofcourse, oratleast 


they should be. Our impression 

5 thai people still want games, 

good ones, imaginative one, 

games that are serious and 

useful in that they stretch the 

skills and abilities of the player. 

And we are fortunate that Britain 
possesses some very talented | 
programmers who have been | 


| busy this year stretching lhe 







abilities of the Bope san to 
match ee onsof the 
| Play Moe RD 7 
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Et trum é E pus 
have to é eir words 
Fira month. As anation 
of Pi buyers and users 
we are going to have to make 
some serious decisions very 
soon. In fact the most serious.) | 1 
dg nture of”. RP 


pedal mta 
E , 
















ExXisb dn à sh ú fd às being in 
já best interest of the 
consumer — a standard 
whereby any game written for 





| any machine will be available 


for your machine, as longas it's 
an MSX machine or can 
interface properly. 

The Japanese have failed or 
faltered in their attempts to force 
MSX on Americans and have, 
instead, turned their eyes 
towards the next best markei — 
Britain. We're being used as a 
sortoftestcase. Bulitisntjusta 


| jingoistic or nationalistic ot | 
“which makes mealarmed 
"computers like the Spectrum or 
the Amstrad may be swamped 


by some foreign import 
standard, Itis quite s 
fact at nda jude 


Ee 








Es 
ade aaa 
widely acceptable scale, is 





a Ra 








being introduced and heavily 
| marketed which force 
| programming into narrow and 
| Inescapable channels. MSX 


grabs a hold, then you can wave 


| goodbye to the exciting and 


heady days of programming 
advances suchas we have 
been privileged to see on the 
opectrum. We'll be selling 
British innovation down the 
drain forthe sake ofa 
convenient standard and 
setting for a period of 
stagnation in games 
development. And make no 
mistake, America may be able 
to produce Holly on the 
Commodore, but Britain 
produces the high flying ideas 
on the Spectrum and will 
probably do so on the Amstrad. 
Development of innovative 


«psoftware does take time, often 
“tive mônths of aprogrammer's 


time may-go into a game (there 
are mary 
where thaf's 


Mes we can see 
spatentiy not the 


(ease, but 'm ialking here about 


serious: prógrammers!) andihai 
time mustbe paidioe: It's quite 


— | alearthata soliware house with 
respect for fts Customers, 4 
1 Producing these more serious 


types of games cannot do so for 
a retail price of £1.99. You don't 
have to be the least bit 
disceming to realise that few of 


lhegames which have yet been 
=| teleased at these low prices are 
“finany sense original or really 


worth eventhe low price when it 


io comes right down to it. 


| thes 


Inthe same issue of Popular 


| Computing Weekly, its editor in 


his tew column remarks on the 


Ê number ofsoftware houses 





ini the budget software 
idwagon as a reflection on 
nation of software 
sales. As | have already pointed 
out, a lotof the so-called slump 
Is actually due to the glut of 


| Cheap looking (if not cheap 
| priced) software. But a lot of 
| companies indeed are joining . 


the cheap bandwagon, and the 
operativa word here is budget 
software. That means the 
game, its contents and its 
program qualíties are produced 
down to a price, As with MSX, 
by Insisting on software houses 


| notcharging the £4 plus price 


we have been more used to, we 


| are pushing the games 


software market into a cul-de- 
sac from which it might find it 
difficultto emerge = to our 
detriment. Imagine have been 
responsible for a lot — not the 
least being that when anyone 


| wants to complain of software 


house rip-off prices for games 
they always equate the 
company with Imagine and 


| mention fast cars and hand- 


made motobikes. Imagine have 
created an image for the 
software houses lhat doesn't sit 


| fairly on almost all of them. 


ALCRASH we have always 
taken the view that, depending 


| sure we get the best from the 


on the complexity of the game, 
a price ol between ES and, say, 
£6.50 is a fair one as long as the 
game deserves it. These prices 


ADVERTISERS" INDEX 





existed in lhe good times, they ADDICTIVE GAMES 
exist in the bad times. If ADVANCE MEMORY 
software houses can really write Pesado 
good programs at a price of | | 
£1.99, well fine and good, well | ARCADE SOFTWARE 

| Support their efforts. Butwhatis BUG-BYTE 

| mosturgenthy needed is some | CAMBRIDGE COMPUTING 18 
commonsense, an ability to tio ad ORDER 54,55 
look beyond the immediate 85 
muddle, to be able to strip away CURRAH COMPUTER 
the false hype from the real COMPONENTS 10 
enthusiasm; there's a need for DIGITAL INTEGRATION 63 
the inefficient and possibly DKTRONICS  104,105,106, 
uncaring retailer to cease 107,108,109,110,11H1 
spreading despondency DOLLAR SOFT 35 
because his false hopes FANTASY az 





haven't been maitched by tough | 
reality. Here at CRASH we hear 
from a number of retail outlets, 
andas many have done real 
well this summer as have hada 
miserable one. That's not 
surprising because, just like 
software houses, there are 
innovative, knowledgeable 
shopkeepers who offer quality 
for money and there are those 
who put profits and commercial 
considerations above the 
customers needs. Like retailers 
and software houses, there are 
good times and bad times—- it's 
a closed circle — we must make 
good times and support those 
through the bad times who help 


to make the good times even 
better. 


COMING TO THIS 
SCREEN SOON... 





LETTERS 


Lam told by Lloyd Mangram that 


As ifto underline the points | 
have been making so far, there 
are two marked differences 
between this and any previous 
issue of CRASH. Onthe one 
hand there are many less 
reviews than usual because the 
summer months have depleted 
the market of as many new 
games as there have been 
before (although the handful 
includes some excellent ones): 
and on the other hand we have 


' been privi ileged to see rushed 
| preview copies of three games 


by three very different software 
houses which, in their varying 





ways, are each going to push 
the outer limits of Spectrum 


* programming even further out. 


Yes, people have been right 


“—lhissummer has seen a 
| weeding out, although by no 


means to the gloomy degree 
predicted earlier. Butithas also 
acted a bitlike a forge fire, 
tempering the steel of those 
solware houses determined to 
ofler value for money. | hinkthis 
issue offers happy reading on 
several levels — Enjoy! 


ROGER KEAN 


APOLOGY TO SALAMANDER 


Inthe August issue o! CRASH we wrongly staled that Salamander 


several letters each month sent 
to him enclose mail order forms 
and payments. | knowitf's often 
convenient to send two different 
items in one envelope (and 
cheaper on the postage) bul 


| readers who enclose ai order 


material with letters to the 
editonal side run the risk of 
delays in receiving their goods. 
The reason for this is that 
anything addressed to a 
competition or to Lloyd may well 
situnopened for up to a week. 
So, in your owninteresis, 
please send anything to 
CRASH MAIL ORDER 
separately. 


had collapsed. The information 





Software 
thal they had done so came irom seven independent sources. Salamander Soliware have been 
understandably distressed by this, and as a retraction we printthe following statement trom them: 
Ás you are no doubt aware, lhere are a number of rumours thal Salamander Software hrs Jones busi, 
evento the extent of being printed as a statementof fact recently by one ol lhe computermas 5. Thisis 





news to allofus here at Salamander, We fee! that itwDuld be useful and desirable to our loyal customers, and 
to inveterate rumour mongers, to inform them in black and white that Salamander is alive ano welland 
currenthy working on new projects designed for release lowards the end ot the year. We do notdeny lhalthe 
annual summer slump of sofiware sales has:caused us to tighten our belts a notoh or two, butwe arenotina: 
position of having to cease trading and do not foresee this happening in the future: We are only aphone call 
away, so should anyone else feel the urge to write us of, we-would appreciate the decencyota phone call 
before organising the wake (don't forgetto invite us!). 

SALAMANDER SOFTWARE 
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Producer: Creative Sparks 
Memory required: 4BK 
Retail price: £6.95 
Language: machine code 
Author: Phil Snell & 

Dean Lock 


Black Hawk is an arcade shooi 
em up of positively violent prop- 
ortion. It is also a fairky complex 
game to get into at first and 
requires some concentration on 
the detailed inlay instructions. 
is also the first translation to the 
Spectrum of the popular arcade 
me '“Xevious. We would 
to say at the outset, 
however, that the Spectrum's 
ed isntup to the quality of a 
dedicated arcade machine, so 
no one must expect those ex- 
iraordinary graphics. On the 
other hand, Creative Sparks 
have some other in- 
teresting features and this is a 
game which uses Xevious' as a 
departure point rather than 
trying to be a copy. 

The time is the near future 
and the place is a group of 
heavily defended islands. You 
are fiving your Black Hawk. 
Your mission |s to seek out and 
destroy enemy aírfields and 
missile launching sites. There 
are, however, many other in- 
staliations to destroy. Up 
against you are enemy ant- 
aircrafi UNS, helicopter 
gunships, SAM missiles and 
missile launchers. The success 
of r mission is ga 
pour SLF figure (5 (Strategie Loss SL a 

cd in other words you get 
points for targets destroyed, L.e. 
tanks, alba SAMs, aircraft, 
ships, gunships, jets, helicop 
ters ame hora “Others' press 
ground installiatons like jac- 
tories. 

Your aircraft has a computer 
attack system which features a 
two-screen display — the de- 
fence screen and the attack 
screen. In the attack screen a 
small yellow U at the bottom 
indicates your vertical position 
and a white cross-sight may be 
moved over tar When it 
tums red, a missi is automati- 
calhy fired to detonate the target. 
It can be used to destroy flying 
targets as well as ground 
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targets, but any flying target 
which reaches the base of the 
screen will cause yDour compu- 
ter to flip automatically to the 
defence screen. This shows the 
Black Hawk at the base of the 
screen and the approaching ob- 
jects will soon appear at the top, 
flying rapidly down towards you. 
In this screen you may use your 
cannon to destroy the enemy, 
Successfuly destroving them 
will retum you to the attack 
screen again. 

Your object is to E ssa a high 
OTPF (Optimum Target Per- 
centage Figure). Atthe endofa 
mission this figure is calculated 
Gola if high enough, additional 
weaponry may be added to your 
psd for further missions. 
Ni de may also be re- 

you bm below the 
appropriate ra. The 
weapons are ECM Pod which 
detects radar, radios and listen- 
ing posts; X Cannon which in- 
creases fire in the de- 
fence system; Blitvig which 
destroys all visible enemy aito 
and is limited in use by you 
OTPF; and finally, the Wild 
Weasel which makes you in- 
vulnerable for a short time and 
may only be used once per 
mission, 

This gives a brief (!) run down 
of whai to expect from Black 
Hawk = there is more to it. Two 
skill levels, Rookie and Honcho, 
plus increasing difficulty. 


O '| haven't had as much fun 
since the last May fair brought 
the arcade machines to town for 
three days. | also have a very 
sore first finger from firing! The 


general trend recently has been 
away from shoot em ups to 
more complex  adventurish 
game but there's always room 
or a really good shoot em up — 
and this is one of those. An 
awful lot is going on even at the 
start and on the lower level of 
skill, and by later missions the 
shrapne! is flying like snow in a 
blizzard. The graphics are all 
fairly small, although nicely de- 
tailed but they move very fast 
and smoothly and the down 
scrol landscape 
eras well. cobdlgnds 
oniy difficulty which is a bit 
e is that the cross- 
when white 15 a bit hard to 
ego À fr Black 
Hawk is a shoot em up that 
requires a great deal of concen- 
tration as well as very good 
hand and eye co-ordination. Ex 


treme!y addictive! 


O Just whal the doctor 
ordered! À fast, aggressive, bnil- 
liant shoot em up! First loadi 
lhe game and reading throug 
several screens of information, | 
decided fo take on lhe task of 
destroying everything in sight 
and so | found m confused 

by the way the screen kept on 
flicking over from one image to 
another. This is quickly over- 
come wilh several playings of 
the game, alt! to be fairitis 
indicated in the instructions on 
the inlay. ft took me about half 
an hour to get used to the 
aggressive style this game 
plays by which time | was totally 
absorbed by the sheer single- 
mindedness of the enemy | was 
up against. The more | played 
this game, the more | wanted to 
play it, while the computer was 


olher. The various enemy ob- 
jects are realistically animated, 
esti dp rotating helicop- 
s, rotaling radar dishes 
etc. Colour and sound have 
both been used very well. This 
has got to be the best shoot em 
up game f've seen for an age, 
one that has loads of playabili 
and addictive qualities and | still 
havent seen what is yet to 
some 


O 'Ithought this was going to be 
a a pio Simulation game, lite 

know that | was to be 
dumped in the midst of a raging 
battle. First impressions are 
rather daunting with all the in- 
structions written in future jar- 
gon, but never fear, once into 
the game you can forget most of 
them. Also, at the outset the 
grapinc seem a lite dis- 
appointing, quite simple aan 
but somehow after hall 
hours play they all seem fina, 
indeed very good, and sudden 
there are so many things all 
over the place, whizzing, whirl- 
ing and firing. Shoot em ups 
haven't exacily vanished from 
the scene thank goodness, but 
Black Hawk may well start a 
ful-scale revival 


Control keys: cursors, or CYA 
up'idown, OYP left'right with O to 


fire 

d ick: Kempston, 
Fu ler. AGF, Protek 
Keyboard play: very 
responsive 
Use of colour: very good 
generally, one small problem 
with the cross-sight 

Graphics: very good, smooth 
and detailed, very fast 
sound: nóises and tune 
Skill levels: 2 but increasing 
difficulty né mission 


Screens: 2 

Originality: losely based on 
arcade original 'Xevious”, butas 
a Spectrum shootem up, 
entirely original 

General rating: an excellent, 
addictive, fast arcade game. 


Use of computer 91% 
Graphics B9% 
Playability 95% 
Getting started 92% 
Addictive qualities 95% 
Value for money 87% 
Overall 92% 


LX 2, 
































Build yourself the most comprehensive manual on Spectrum 
software ever seen! Save your issues of CRASH month by month, 
and turn them into the hard cover with the fattening soft centre! 


Our fat binder doesmt just look 
impressive with its silver blocked 
CRASH logo and dark blue finish, 
is also strong enough to hold à 
vears supply of CRASH away 
irom your friends! And its only 
£4.50 including postage and VAT! 








CURRAH JUSPEECH 


Speech Synthesiser for ZX spectrum 








iria 


DECOR 
WRECKERS 


Producer: Scorpio 
Software 

| Memory required: 48K 
Retail price: E 1.99 
Language: machine code 
Author: Andrew Reed 





In a way Decor Wreckers re- 
sembles Terminals Carpet 
Capers, except that it's infinitely 
cheaper and more playable. As 
in Carpet Capers you have to 
cover something while nui- 
sances are undoing your good 
Work, | 
Basically Decor Wreckers is 
a Painter type game. You play 
the part of a paint roller (makes 
a change from fighting paint 
rollers off). The screen is blue, 
ou must paint it yellow, all of it. 

e trouble is that there are 
various insects and creatures, 
Sid Spider (who else!), Freddie 
Fly, Bertie Bugg and Sammy 
Snail, all of whom crawl or fly 
about wiping off the paint. The 
object of this very simple game 
is to get the screen all painted 
and get your roller home” in the 
bottom night hand comer before 
any nasty can damage the 
paintwork. 


Succeeding in this mission 
will promote you to the next 
screen where there are more 
nasties at work. Unfortunately 
you only have a limited amount 
Of paint per roll. Running out of 
ala is tantamount to losing a 

B. 


CRITICISM 


| 0 The keys are responsive 
and the sound is fair, but it could 
all be better, and the graphics 
are a bit jumpy. After about an 


$nails keep uncovering the paintwork in Decor Wreckers — a game that could be described asa 


batits bebygen chemistry and etymology... 





' bored with this game because 


| fuliwidth ofthe roller or a half 


hour's play | started to get really 
there is so little variation. 


O Bad memories came to mind 
when this one turned up = main- 
ly Carpet Capers. The extra low 
price didn't help in convincing 
myself that it may be good, 
Decor Wreckers, however, is 
quite high quality for the price! | 
Keyboard response is very 
good and it needs to be be- 
cause the pace of the game is 
quite fast. Painting the screen is 
fun at first with the interlopers to 
interfere wilh your handywork. 
As the game progresses more 
things él the paint and the 
game rapidly becomes unpiay- 
able. Colour and o ii 
been quite well used and in altit 
makes a good game at the price 
with plenty of frantic action. 


O The graphics and move-. 
ment are neat and fast, also 
reasonably smooth. ! 
Wreckers was great fun to play 
- for about fifteen minutes or so. 
And that's the central problem. 
The concept is so very simple 
that it cant possibly hope to 
hold anyone's interest for very 
ong. Hs realy a very early 
Spectrum type game with im- 
proved graphics. However, at 
ts price it may well appeal, 
though whether you'll feel its 
low price is wonh it for the 
simplicity you get it another. 
matter. | 


COMMENTS 


Control keys: good, Q/A u 
down, O/P leftright ad 
Joystick: Kempston 

board play: responsive 
and fast — there's also a neat 
touch that the roller can cover a 


wicith which forces your 
reactions to be more efficient 
Use of colour: fair to good, 
very straightforward 










Decor | 


Graphics: simple, but 
reasonably detailed and fairly 
smooth moving 

Sound: fair 

okill levels: 1 but gets harder 
with each screen 

Lives: 3 fills of paint 
Originality: not very as based 
on Painter type game, buta 
reasonably novel approach 
General rating: fair to average. 


1 | | 
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60 jolly aliens to 23p in Zapper. 














Use of computer 58% 
Graphics 52% 
Playability 52% 
Getting started 54% 
Addictive qualities 41% 
| Value for money 987% 
Overall 53% 








ZAPPER 


Producer: Anco Software 
Memory required: 48K 
Hetail price: £2.99 
Language: machine code 
Author: Richard Wright 


As its name implies, Zapperis a 
simple alien zapping game, a 
son of Galaxian on its side. 
Your laser base sits on the left of 
the screen and can move verti- 
cally. 60 attack waves of aliens 
Zig-zag towards you and any 
tanding' on your base axis will 
result in a loss of one life. There 
are 12 aliens in each attack 
wave, and before each wave 
the sprite is blown up: enor- 
mously (like something out of 
H.U.R.G.) so you can see what 
tits. Each altack wave features 
Es own animated alien. 

As you shoot them, and the 
screen has to handle less 
graphics, they speed up con- 
siderably, making the last few 
que hard to hit. There really 


| isn'tany more to it than that. 


CRITICISM 


O The idea of this game is 
very, very simple — just zap the 
aliens. Easy? Well the aliens do 
speed up io make life more 


difficult. They are very well ani- 
mated and detailed, there's a 


| 00d choice of colour which 


also helps to show up the detail. 
Keyboard play is very easy and 
responsive from well laid out 
keys. One of the addictive 
things about this game is that 
you just want to see what the 
next wave of aliens will be like. 
Otherwise Zapper isn't really 
very addictive. Overall, a good, 
brainless zap em up game.' 


O Voucantactually say all that 
much about Zapper! | mean itis 
simple. On the other hand, it's 
rather fun to play and all the 


| aliens are so jolly — | can't think 


of a better word to describe 
them! Belter played on the 
keyboard than a joystick as the 
controls are simple, because | 
there isnt continuous fire, so 
the fire jd geis a bit tired 
because of the speed needed. 
Probably appeal enormousiy to 
younger players, especially al 


| the low price. 


O Zapper is honest, to say the 
least, for it's nothing more than 
a mindless shoot em up. It's 
o fast, though, and the 
graphics are amusing and well 
done. | cant say it held my 
attention for very long as there 
is no content to speak of, but for 
a while waiting to see what alien 
will pop up next retains the 
attention. Fast and rather point- 
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less, but fun for a while cer- 
tainhy. 


COMMENTS 


Control keys: Qio T/Ato G 
up/down, Hto ENTER for fire 
Joystick: hardhy needs ore, 
one reviewer using 
programmable reports that 
keyboard is better 

Keyboard play: sensible 

| positions and responsive 

Use of colour: excellent 
Graphics: smooth, varying and 
detailed 

Sound: good 

Skilllevels: 1 

Lives: 3 

Originality: hardhy 

General rating: above average 
tun, lacking content and 


| therefore much addictivity, 
reasonable price, may suit 
younger players. 
Use of computer 70% 
Graphics 59% | 
Playability 705% 
Getting started 65% | 


Addictive qualities 
Value for money 
Overall 


57% 
65% 
64% 


VOYAGE 
INTO THE 
UNKNOWN 


Retail price: £1.99 
Language: BASIC 





An issue or two back we re- 
ceived no less than two letters 
from readers berating us for not 
having revigwed Voyage into 
the Unknown because il was an 
exciting adventure. So, here's 
the review. The very inadequ- 
ate blurb on the inlay states that 
your basic objective is to take off 
from à desolated earth in a 
spaceship you have found (you 


don't know much about them) | 


and search the universe for a 
special crystal which will des- 
troy the Death Star. Movement 
of the spaceship is controlled by 
the cursor keys. Additionally 
you have an on-board laser, a 


personal laser for those little | 


moments when you are not on 

board and a remote robot grab 

arm for when you teleport down 

to the surface of some planets. 

Beyond this, there are no in- 
Structions on play. 
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Beamuptha buke, Scotty, and make sure you don't tum itinto a bile of buke. 





It isn't an adventure in the 
traditional sense. A graphic dis- 
play shows you some details of 
your ship controls, fuel remain- 
ing, a scanner for shooting 
enemy ships, a message dis- 
play which tels you what's 
around you. Some of the mes- 
sages are totally incompre- 
hensible. In keeping with telling 
you nothing at all, at the start of 
the game it is a mystery how to 


take off in the spaceship. Itis | 


included vaguely in the blurd, 
Engines, Power, Ignition — ves, 
that's E, P, | and away vou go, 
on your quest for the special 
crystal, 


CRITICISM 


O This game sounded quite 
good with a fairly straightfor- 
ward idea behind it — just find 
the crystal, it said. | tried... | 
tried... and | tried. All got was 
to be sucked into black holes 
and out through the other ends, 
landing on wierd planets where 
| couldn't do anything at all, 
fighting off enemy ships that 
appeared for a blink on the 
screen and then disappeared, 
killing me off in the process. 
Playability-wise, this game 


| Scores zero. You have no con- 


trol really over the game. A total 
mess. 


O Can anyone teil me what a 
buke' is? Please, PLEASE il's 
been driving me crazy for days. 
Please, Derek Brewster can 
you help? Ive heard of a re- 


buke, but a buke has me | 


stumped. This game seems to 
de full of silly jargon like “Time 
Warp Chuck Out which sound 
a bit like closing time at the 
local. It's also full! of planets on 
which the player appears to be 
able to do nothing and go no- 
nhere, | must say, that | have 
never seen such an ulterly stu- 
pid program before. Meanwhile, 
on my scanner, | can see 


another buke spinning round. 


Please — someone... 


O ltseemed tome that a major 
part of the program was dam- 
aged on take off. Because un- 
less I've missed the point entire- 
ly, | found Voyage into the Un- 


known to be exactly that = com- 
pletely unknown. The actual 


| Playing area provided in this 


game is tiny, especially con- 
sidering the 48K available. 
Perhaps that's what you get for 
£1.99, but really isnt good 
enough. In my opinion, this is a 
total waste of time and | 
wouldn't even both rating it. 


FORMULA 
ONE 


Producer: Spirit Software 
Memory required: 16K or 
48kK 


Retail price: £8.95 
Language: machine code 


Well, after months of specula- 
ton and rumours the road rac- 
ing game with the famous steer- 
ing wheel has arrived. Quite 
how, we don't know, since last 
heard of, the police were inves- 
tigating the company because 
of customers" mail order money 
going missing and the game's 
non-arrival, 

The cassette includes two 
versions, a 16K and a 4BK 
version, to suit either type of 
machine. The inlay claims that 
the game is based on current 
formula one levels of braking 
and road holding. The 48K ver- 
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A chance lo raise your spirits in Formula One with its 





COMMENTS 
Control keys: Cursor, Oto fire, 
Robot controlled with K, L and 


| W,Ffires personal laser 


Joystick: cursor type 
Keyboard play: if anything, 
over-responsive 
Use of colour: poor 
Graphics: very poor 
Sound; there isn'tany 


Skill levels: 1 
General rating: a waste of 
money | 
Use of computer 20% 
Graphics 25% 
Playability 2 o 
Getting started 2a 
Addictive qualities 0% 
Value for money 2% 

| Overall 9% 


sion gives you a choice of ten 
tracks, Hockenheim, Oster- 
reichring, Kyalami, Zolder, Paul 
Richard, Monza, Zandvoort, Sil- 
verstone, Brands Hatch and 
Monaco. These are selected 
from the front end menu, each 
track with its name appearing 
on a key press one after the 
other. 

The screen display is not un- 
like that of Psion's Chequered 
Flag. You are seated in your 
car, yOur hands seen on the 
steering wheel. The road is 
white, seen in perspective 
against the green grass and 
blue skyline. Movement is indi- 
cated by the small signs on the 
side of the road, but there is no 
moving background as in other 
versions, 

What makes Formula One | 
different to all other road racer 
games is the much vaunted 
Steering wheel which comes 
with the Nell This is a yellow 
plastic device, shaped rather 
like the top of a big pickle jar, 


Chequered Flag look-alike graphics. 
[=41 “Ea 






















Land was prompthy nicknamed 
the Yellow Ashtray in the 
CRASHoffices. Itis designed to 
fit neatiy on the Spectrum in 
such a way lhat it can be rolled 
ag ht along the top row of 

are designed to 
NA increase é left or 
right tum. There is an option for 
automatic or manual gear 


change. 


CRITICISM 


O Td understood both from the 
ad and from the publicity since, 
that the “delay in this game was 
due to faulty mouldings for the 
steering wheel. So one dc o 
have expected gi Mi 
cial, perhaps (is it possible) an 
add-on at a price of neari v EM. 
But perhaps that's asking too 
much. In the event, the flimsy 
| ic lid you actuall tisa 
po hardhy sont pts 
and certainhy not worth paying 
for. In addition, the psi 
keys (all the top row) are d 
signed to proportionately in- 
crease the tuming movement, 
so they are less effective for 
simple key d use. The 3D 
works quite well, but the car 
a are not a paich on 
red « Which they re- 
Peter as no ing in the car is 
animated at all, Not such a bad 
program, hardly a good game. 


0 You may have felt ripped off 
by not receiving this game had 
you ordered it, but you may still 
be ripped of by getting it. With 
the game came a free ashtray 
for hours of frustration. With ten 
tracks you can have a choice of 
disastrous driving. 3D graphics 
are very effective with the sign- 
posts whizzing past either side 
of the track, although | haven't 
found out yet what their useful 
ness is, apart from indicating 
that lhe 3D is actually working. 
The idea of having proportional 
keys is a very good 


game. The actual key response 
is appalling and would seem to 
have been faster if written in 
BASIC, with a delay or two to 
three seconds after pressing a 
key. Hesponse lime totally 
spoils the playabitity of the 

game and that, of course, 
Maia it completely unaddic- 
tive.” 


O The looks g00d but 
does not play the same way— in 
fact you might say NO WAY. It's 
not possible to guide this vehi- 
cle around the tracks provided. 
The actual car looks unprofes- 
sionalhy drawn and | would have 

ht t would have been 


possible to make the wheels 


one, but | 
doesnt work well with this 





Iook as though they were going 
round as there is no other way 
Of seeing movement at first until 
you gain enough speed to see 
the marker posts sliding by. The 
track also seems to go on fore- 
ver, at least it does at the aver- 
age speed of 30mph, which is 
about all you can safely do 
when the wheels apparentl 

don't take you where you thin 


you're steering. Ive vet to find | 


out whether there are other cars 
in this game, as the inlay sug- 
gests, because I've never been 
able to qualify yet, and I'm not 


sure | can be bothered to try 


again. 


COMMENTS 


Control keys: Accelerate = Z, 


| Brake = CAPS SHIFT, change | 


up = 5, change down = Ato 
steer use alltop row 
Joystick: the yellow ashtray 
Keyboard play: steering keys 
are highly unresponsive 

Use of colour: good 
Graphics: 3D eflectworks 
quite well, overall less than 
standard graphics 

Sound: below average 

Skill levels: 1 

Screens: 10 tracks (48K 


version 

Originality: well the road racer 
is hardly original, but the 
steering wheel is, on the other 
hand, itdoesn'twork very well 
andis a laugh 

General rating: a barely 
average looking 3D race game 
with built-in unplayability. 


Use of computer 20% 
Graphics 64% 
Playability 15% 
Getting started 42% 
Addictive qualities 5% 
Value for money 2% 
Overall 25% 
TEESsSaca 2. as sm amd me il 


RAINY DAY 


Producer: C.C.S. 

Memory required: 48K 
Retail price: £2,99 
Language: machine code 
Author: Roy Pool & 

Terry Murray 


Last month we announced in 
the News Input of CRASH that 
CO.S. were launching a range 
of new low-price games under 
the sub-heading of Charlie 
Charlie Sugar software. Rainy 
dar is rather aptly named, a 
collection of puzzle games to 
while away the dull rainy days. 








e ET! 


a 
Ro pls | 


CALL AN UR 


OUR —T TIHENGS 
SEE Nas | 
UR — MOVES 


Bota qui r 


nd z 


Ex TUÊ px pi 





ico fE— 


The three screens of Rainy Day, (lop) the reaction tester, (middle) rearranging Liverpool in lhe 
puxe unit, (bottom) trying lo open the safe in lhe code breaker. 


Fate decreed a hot summer = 
never mind! 

There are three different 
types oÍ game included, each 
accessible from the front end of 
the program. The Puzzle unit 
offers you the choice of ten 
small pictures which must be 
sorted out, The complete pic- 
ture is shown on the left of the 
screen, whilst on the right it is 


shown with all its character | 
blocks muddied up. À yellow 
cursor block acts as a shufíling 
space so you can move the 
picture blocks about to rear- 
range them. The time it takes 
and the number of moves you 
make are soon shown on 
screen along with best times | 
and best moves, The cursor 
block is moved appropnately | 
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ais 


enough with the cursor keys or 
ajoystick, 

The Codebreaker is an un- 
usually elegant version of Mas- 
tercode, the game where you 
| have to guess a combination in 
a limited number of goes. In this 
case the combination is a safe 
locking number in five digis. 
Alter each guess you are told 
"how many numbers are correct 
but in the wrong position and 
how many numbers are correct 
in the right position. 15 attempts 
are allowed and a time limit 
which runs down to zero. 

The third item is a Reaction 
Tester. A black coloured ball is 
dropped from the top of the 
" sereen into a glass of liquid. The 
object is to interrupt with a key 
as fast as possible so that the 
ball hardiy drops at all, Witty 
comments are attached to the 
various level markers which 
judge your performance. The 
droptime displayed is in 1/100s 
of a second. 


CRITICISM 


O Three mes in one, | 
thought, can'tbe good. Well two 
of the three aren't bad at all — 
this is for puzzle type games, 
Codebreaker is a nom 
complicated version of Master- 
mind s and | found this 
worked quite well. Finding the 
correct code will open the safe 
and play a tune. | found the 
Puzzle Unit very difficult to com- 
plete, perhaps it would have 
been easier if a group of people 
tried to solve it — good for fami- 
lies. | thought the Reaction Tes- 
ter was a bit pointless, but 
makes a little break between 
the others. In this trio of games, 















































colour has been well used but 
sound is only a frill and doesn't 
make any difference to the play- 
ing of them. Rainy Day is well 
priced for its contents. 


BLOCK- 
BUSTER 
Producer: Compusound 
Memory required: 48K 


Retail price: £5.95 
Language: machine code 


Blockbuster is a computer ver- 
sion of the TV game, and its a 
one too. À game to test 
general knowledge, spelling 
and speed of recall which may 
be played by one player against 
the computer or between two 
| players. The general object of 
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O The plaving appeal of 
games like these is pretty li- 
| miteo, although the two main 
puzzles will probably find fami- 
lies with very young children 


this version was well presented 


Use of computer Bo | complete their bridge across the 
Graphics Sae | E SARA 
| Playability 66% | CRITICISM 


Value for money 




















and the skill level desired (1 to 
9). Then the blocks appear with 
the central one being free. 
Randomly chosen letters 
appear in the rest. The first 


nioving them as a group parti- | player then chooses which 
ad Neither the picture | block he wishes to conquer and 
shuffling nor the code breaking | a question appears below the 


screen asking the player to 
identify and spell out whatever 
word the computer chooses 
which begins with the initial let- 
ter in the block. The trick here is 


is new — Corridors of Gennon 
incorporated the code element 
and we ve seen other compila- 
tion games with it, but | thought 


if graphically unexciting. On the 
whole reasonable value for 
money, but not generally re- 
commended unless you parti- 
cular!y enjoy puzzles. 


COMMENTS 


Control keys: cursors, Qto 
retum to menu, 9 10 swap a 


piece 

Joystick: AGF, Protek ZX 1 
Keyboard play: reasonable 
Use of colour: well used 
Graphics: average 

Sound: limited 

Skilllevels: 1 

Originality: all ingredients 
seen before in various forms 
General rating: reasonable 
value for money, hardly an 
addictive sort of game, probably 
good for families and younger 
children. 


— mescreen of Blockbuster. 


that the question is open to both 
players (or the computer), with 
player 1 using left hand keys io 
interrupt and player 2 na the 
right hand keys. lt is possible to 
interrupt before the question is 
complete. An incorrect answer 
will award the block to the play- 
er's opponent, and the first to 


Getting started 

Addictive qualities O 'lf you didn't enjoy the TV 
quiz show, then you probably 
won't enjoy this computer ver- 


Overall sion. But if, like me, you did 


appeal. The nine skill levels 
should suit most players and 
the large-sized cassette box 
comes with a supplementary 
questions tape when you run 
the main loader out of ques- 
'* tions. All in all a good package. 


the game is simplicity in ilsell, 
but the content makes for a | 
lively and playable one, 

The screen is broken up into 
25 six-sided blocks, interlgaved 
like a honeycomb, so that there 
are five vertical columns of five 
blocks, The blocks are coloured 
vellow and the object is for the 
player (or player 1) to make a 
linked bridge from left to right or 
vice versa, while the computer 
(or player 2) does the same 
verticaliy. Player 1 makes the 
blocks turn blue with a correct 
answer and player 2 turns them 
white. 

At the stan of a game the 
players are asked their names 


O This is a very good iransia- 
ton of the TV programme. The 
game has several large data- 
bases providing loads of words 
and answers. Having skill levels 
is a great boon to lhe player if 


ter — this effeciively slows the 
computers ihinking process 
allowing for a single person to 


Colour and sound (sound can 
be switched on or off) is well 











"not a game where addictivity 


- COMMENTS 


enjoy the TV show, then there's | 
a good chance that this will 


just playing against the compu- | 


build up his or her skill factor. | 





used and makes lhe game | 
more playable. Overall a greal 
game for one or two players and 
can be recommended as a 
family game. 


O “Blockbuster is an education- 
al type of game that, because of 
the way il is played, is very 
entertaining. H you're playing on 
your own, it's quite fun to see 
the computer leaping in to make 
a quess before you and getting 


itwrong. Obviously the program 
hots up as the skill levels in- 
crease and the computer gets 
more intelligent. | enjoyed it, 
and although this is definitely 


really enters, !m sure it will 
appeal generally to lots of peo- 
pie who want something to put 
on in the evenings when Block- 
buster isn't on the telly! 


Control nara: very simple 
Joystick: N/A 

Use of colour: simple and 
effecti 


Ive 
Graphics: Spectrum text on 
simple colour clocks with a time 
bar atthe base 
Sound: switchable, useful entry 
beeps and simple tunes 
Skill levels: 9 
Originality: hardly matters in 
thiscase 
General rating: interesting, 
entertaining and overall, good. 


Use of computer 71% 
Graphics NA 
Playability 76% 
Getting started 77% 
Addictive qualities NIVA 
Value for money 78% 
Overall 76% 
Dt Tee TE a a 







For the 48K ZX Spectrum 


BRINGS YOU INTO 
THE ACTION WITH 







FACTORY BREAKOUT - For the 48K 2x Spectrum. Help Zirky escape from the factory that's gone 
haywire. Three screens of thrilling arcade action, 100% machine code, super smooth animated graphics and 
amazing sound. 
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£ap the micron rays to hatch out of the Dash across the conveyor bells on the Battle against the many weird monsters 








ego capsule. reject line — don't let the killer canary in the lift room. 
catch you! 
SM ZX Spectrum > | 
PPLLIA HANGMAN and 
7 SR LASER SNAKER BOUNCE PANIC 
FIG tor the 48K ZX Spectrum tor the 48K ZX Spectrum 
Gobble the eggs in the Two great games for lhe 
plantation. Zap the price of one! Graphical 
aggranoids and vicious hangman is excellent for 
viproids to fight your way young children plus 
to the centre of the four Bounce Panic — a great 
mazes. arcade game. 
| ! | 
POST NOW TO: POPPY SOFT, The Close, Common Road, 
£5.50 each including VAT and Postage [PR 
| Please ser me 
DE | | | | [[] FACTORY BREAKOUT [ | LASER SNAKER 
SPECIAL OFFER ANY 2 FOR £7.99 [| HANGMAN and BOUNCE PANIC (Ei £5.50 each 
OR ALL 3 FOR ON LY 9.95! Lenciose a cheque'P:O. payable to: POPPY SOFT 
| Tod Ape RR RL CPR BEETO 2a o soros cpa 
| AVAILABLE AT LEADING SOFTWARE STORES ORA rod [ | 
DISTRIBUTED BY LIGHTNING RECORDS | Áccess No. EMT | 
| gi o ASR EQ DRI PD pp E DR 1 RP MAN SR OR 
POPPY SOFT The Close, Common Road, ad | 


Headley, Newbury, Berkshire. oa Passe AS EPs | 
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action packed game 
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Play the game right... 


With the Intelligent Joystick Interface 
from Cambridge Computing! 


a NA RU 
a ad ia ES 
PEA NEN 


) Redor o 
Eh e e 
À À = aç E 4 
Ri na E 
= 1h 1 me a E 
! , Re 1 EE 
E o o tgit o - E". 
ás | ma 
Ê Ay 
ú 
4 
=. 
E 


TÊ =T ao E ! | = = F 

= ma ] ! | ” 
| 
1 = ne kg = a a ' 

À E ç ' Ri | 
o à 

| ' 
|» 
Es 





“Pm nota star. Idon'tthink so anyway. | 
stillgo round anon ymous through the 
playground.” 





VIA 






The games software industry has long 
thrived on stories of teenage programmers. 
DAVID WESTERN travelled to the dusty 
streets of London's Portobello Road to 
meet one of the youngest, 15-year-old 
MARTIN WHEELER, who has written two 
ofVIRGIN GAMES' most successful 
Spectrum games, DR FRANKY and 
SCORCERY. 


The interview took place on 
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June 29 at Virgin Games' 
West on ANO down. Butthen again, my friend 
Martin wasstilli4.Hehails — Wasin the third one and he got 
A trom Reading where he in just because he flukily passed 
O  attendsMeadwa the exam. 
a o traçar 
+ David Western's pis You're in the Computer 
H are shownin bold textand Studies group now 
E Martyn's replies in normal presume é 
) Y si (Laughs) No. 'm still excluded. 
A | But do they know at school 
NT When did you start with the that you have written two 
V computer? games for Virgin? 
| + When the ZX81 came out, Yeah, they know that. 


when was that? Anyway, Six | 
months after itcame out- 1980/  Howdo your friends reactto 


B1, around'then. |gota ZX81. you? 
£ Sitting around the old black and 
winite telly! Hhink they're all pretty 
Ea astonished, 
Did you do any programming 
| Ç | atschool- do they have What sort of computers do 
computers at school? they have at the school? 
4 Yes they do, but because Loads of BBCs like most 


wasn'tin a high enough maths schools do, and they've got two 
group, they didntleimeintothe | VIC 20s, Hhink. Pretty 


mputer Studies group. S0| redundant | should think. | don't 
was a bitcheesed offabouithat. know whatelse they ve got 
Youhave to be in the two top because |haventbeeninthe 





groups and lwasinthethirdone computer room much. 
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THE 


VIRGIN/ 


SORCERER 


And what do your friends 
think of your success -—are 
youastar at school? 


No, not really, I'm notasitar. | 
dontthink so ampway. | stiligo 
round anonymous through the 
playground — kids don t know 
who | am. My success is 
confined to a small group of 
friends both inside and outside 
of school. 


so did you teach yourself? 


Yes, with the old ZX81 manual. | 
had the ZX81 for abouta year 
and then | wentonto the 
Spectrum. |gota 16K Spectrum 
atfirst. | did have a 16k 
RAMpack on the ZX81 and | 
thought that was plenty. But 
when you get to the Spectrum it 
all seems to go away and you 
wanta 48K, don't you. 


Did you start to learn 
programming straight away? 


Yes, itwas my main interest, 
and there werern'tmany ZX81 
games anyway, and the ones 
there were, were few and far 
between, so | was programming 
alithe while. Started off out of 
magazines, copying other 

le's programs from the 

istings, then you start to write 

your Own. 


How did you come to join 
Virgin? 


On well, |saw an advertisement 
inamag= | want to be rich and 
famous department! | thought, 
A fio Hlisendmy game up. | 
had a few turned down though. 
ltwas ages ago — | sentthem ofi 
a BASIC game first, then | 
moved onto the compiler and 
they pera got better. And 
then | sento! Franky. Iwasata 
friend's house one night, and 
my mum rings up and she goes, 
“You would have to be at your 
fiend's when the man from 
Virgin phones" So | rushed 
home and she said they wantto 
buy the game. And | was going, 
Yes, yes and dancing around. 
Really, itwas through that 
advertisement. 


Did they buy it justas you had 
written it? 


They made a few alterations, 
you see itwas compiled from 
BASIC and | lost the BASIC 
copy ofthe game, so itwas hard 
to make any major alterations. 
Um actually lgaming machine 
code at the moment. 
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How pod Si ittake you to 
write Dr Franky? 

Not too long actually, They say 
I'm a fast programmer. Ittook 
two weeks to write the whole 
program and then for another 
week | was changing bits — you 
know-a brick here, a brick 
there. 


What made vi 
particular idea? 


| became influenced by 
something on telly — you see 
something and you think, ah, 
that could be quod as a game, 
and then you startto work 
something out. Dr Franky was 
originally goingto be a sort of 
looking down game, a bit like 
Atic Atac where you look down 
onaroom, anditwas going to 
be a maze game. | changeditto 
have levels, 


Now what about Sorcery, 
which is something different. 
How soon did that come after 
Franky? 


choose that 


ltwas Christmas Day that | 
started Sorcery. First of allwhal 
Idid was draw a picture of a 
wizard, flying alover the 
landscape with mistand trees — 
you know, the Sorcery title page 
—that's how the picture ctueiy 
looked. | did the title page first, 
believe itor not. Lalways like 


“Isaw an advertisement in a mag- '| 
wanli to be rich and famous department" 


Ithought, oh great, 
up 


So it's a fairly organic 
process? 


Yes. 
And how long did that take? 


A bit longer than Franky. About 
three or four weeks. There was 
abitofa problem with the 
INKEY$ because | was using 
the IN command to read the 
keyboard and there was a muck 
up with the difierent issues of 
the Spectrum and | was having 
to putin IN values. lhad the 
same problem with Franky. In 
fact, ifyou find that Franky has a 
problem jumping, it's best to pull 
the EAR socket out. And on 


ry 
Ifyou want another tip, 
something nobody knows, fl 
vou actually do Sorcery and get 
to the end, the next round it will 
be a different weapon you need. 
Butifyou fail that time you go 
back to the original weapon. 


There's just the two choices? 


No, itgoes on for quite a while. 





that because itgives you a 
sense of having done 
something. 

Funnily enough, some of the 
games | do, make them up as! 
go along, because | find that 
instead of sitting down and 
writig out exactly what's going to 
happen, you can experiment on 
the computer by saying, oh 
move it this way — and then you 
try moving itthat way and you 
can experiment by making 
graphics. Thegraphics I've 
done on my games are simply 
done on the Horizons Character 
Generator. 


Do you have a contract with 
Virgin Games? 


res, Ido. 


And what do your family think 
about it all? What family have 
vou got? 


lts hard to tell what they think. 
There's justmy mother and 
father, yes the only child = story 
ofihe only child! They are 
encouraging me — secrethy | 
think they're very pleased. But 
they don't seem to show it 
much!My mum stillnags at me 


[Hl send my game 





for notclearing up my bedroom 
and stuff like thai. 


This is a cheeky question. 
Are you making a lot of 
money? 


Well | dor'tknow because | 
don t know anyone else who 
makes games so | don't know 
whether it's a lotofmoney or 
not. Er, a substantial amount, 
you know. Em pretty pleased 
anyway. | get paid andigeta 
percentage. 


Well, here you are, an 
established programmer for 
a large software house, but 
do you play other 
programmer's games? 


Yes | do play games. I've goi 
quite a collection. | like the 
Ultimate ones, dare | say it! 
Sabre Wulf, | really like that. I've 
just done itin fact, and I've 
made a map. 

[like Ultimate's games very 
much because they're all so 
professional, they follow a sort 
of pattern and all start off with 
the same sort of presentation. 
But the graphics are smooth 
and good. There are some 
other companies — Melbourne 
House. like those quite a lot, 
adventues like The Hobbit and 
so o. 

Have you used any of their 


utilities, like Melbourne 
Draw? 


“No. My screen drawing 


program was done with a very 
simple screen kit program that 
anyone could write really — just 
moving a cursor around the 
screen. | do the whole picture in 
big character square blocks and 
then letch it out with a cutting 
pixel, as | callit. ltrubs out 
blocks, you know, leaving a 
smooth edge for the drawing 
and then | print the colours, 


Do you ever play on the 
arcade machines? 


Yeah, | do. Favounte ones? 
Zaxxon, Xevious (| really like 
thatone). But] haventbeen in 
the arcade recently. Haven't 
seen anything new like 
Dragon's Lair. 


What about adventure 
games? 


The Hobbit, love The Hobbit, 
still | haven'tdone ityet. Close 
though, getting closer, I've killed 
the dragon and shot Bard with 
his own bow and arrow. 





Would you like to write 
adventures? 


Idontknow, |was writing one aí 
one time and it went wrong so | 
thought, oh hell! | couldn't get 
out ofthis problem, that's why | 
pulled the plug out, and as soon 
as | pulled tout | thought, oh | 
could've done that! That would 
solve the problem. Uuurrgh! But 
Hhought, | can ttackie all that 


again! 


What are you working on at 
the moment? 


| did have à program, infactl've 
still gotiton tape somewhere. 
H's about this fellow running 
through the streets with a gun. | 
don't know whether you ve 

seen Blade Runner. Pretty 
similar to that with dark streets 
anda man shooting the bad 
guys. This man is out hunting 
some evil being. That's aboutall 
[ve been working on as far as 
programming goes. À few other 
ideas Ive churned out and then 
throught, no, | couldn't star. 


But | understand that you're 
working on a board game. 
We've all seen the ads Virgin 
have put out about their new 
venture into board games. 
Are you doing itfor them? 


Yeah. Em working on this board 
ame with Andrew, he's my 
riend. And we re hoping to 
have some success withit. lisa 
fantasy, fighting board game 
where you have two opposing 
sides, supposedhy in conflict 
over this mystical land, each 
trying to destroy the other. You 
have various pieces each with 
theiroun characters— like 
there's the cleric who's got his 
cross and he's very weak and 
cant beat anyone up; then 
there's the warlock who can kill 
just about everybody buthe 
can't swim across rivers and he 
can'tclimb mountains, so he's 
pretty immovable. lts for two 
players but | suppose you could 
have two on each side working 
ar, Or you could have a 
third person acting as a referee. 
Its a versatile board, you can 
play itlongways or sideways. 


Virgin seem to produce a 
very diverse number of 
things. Are you planning to 
do anything else within the 
company? 


Virgin's been a very helpful 
company, so | don't know. At 
the momentit's the board 
game. The didn't actually 
suggest it and they haven't 
even seen ityet, Im just 
unveiling itnow, so Em hoping 
they're going to like il. Imade 
the game up about six years 
ago on the back ofa cereal 
packet. thought itwas quite a 
good idea so | thought 'd doit 


“become influenced by something on 
telly — you see something and you think, 
ah, that could be good as a game.” 


again professionally ona big 
board with better pieces. 


Let's move back to computer 
games again. What do you 
think about software piracy? 


Well obviously it's doing some 
sort of damage to the industry, 
butthen again, Igetthe sort of 
feeling that kids say, hah! Hhink 
this game's quite good, Hthink [) 
pirate it but | wouldn'tbuy it 
anyway. IHhink they just pirate it 
because they want a large 
collection, you know. they 
didn't pirate it, | can'timagine 
them buying it because they 
probably haven't got the pocket 
money. 


You think the games are too 
expensive? 


Yes, some are. Lel's ses — 
Sabre Wulf's gone up to [9.95 
now. | don't know why Ultimate 
have suddenly leapt up in their 
price range. That put me down a 
bit— | wish they would stick to 
£5.50. Yeah, | think some 
games are a bit expensive-—| 
think the price should go down. 


a from programming, 
nat other things are you 
interested in? 


Hike art and as you cansee, Ive 
illustrated the board game. | like 
drawing things like that. In facil 
before |was on the ZX81 |was 
drawing cartoon comics. | did a 
book, it was quite thick, witlha 
caroonstory aboutlhese 
space adventurers blasting off 
to another planet because they 
had stolen some gold. 'm doing 
art at school. 


You must have lots of friends 
of your own age who are 
games players. Are they 
going to grow out of playing 
computer games — is the 
bubble going to burst? 


Edon't think so — things like The 
Hobbit are very intellectual. No, 
you don'tgrow out of computer 
games. | can see some 
software houses going but 
maybe, like Imagine has done, 
and games aren t selling as well 
as they used to, justnot so 
many people buying. From my 
own experience | can tell you 
that my friends have stopped 
buying games quite a lot, and 
they're only buying very few, 
ones that get fantastic ratings in 
magazines or that they ve seen 
inshops. 50 | don't know 
whether the slump's going to go 
down or escalate. And in the 








end | think more professional 
software's going to come 
through with superb graphics. 
ltilbe notso much games as 
animated adventures. 


Do you wantto be a partof 
that? 


Yes, | would like to be. 'dliketo 
tackle much more ambitious 
tings. 


On your own, or would you be 
happy to work in a team? 


| don't really mind. Ido like 
working on my own though. | get 
along on my own quite well, you 
see, being an only child you get 
used to it. But | wouldn'tmind 
coltaborating with other people 
on things. 


How about some general 
things now. What kind of 
music do you like? 


Lets see, | like the Thompson 
Twins, Spandau Ballet, Howard 
Jones, Police — an endless list. | 
don'tgo to concerts. | haven't 
had the money until my games 
were published! But | just buy 
their tapes. 


Any girlfriends, or no time for 
that? 


Yes, well | did have, but they 
seem to go very quickly, Dont 
know why maybe because I'm 
weird or strange or something. 
Different from everyone else. 


What do you think of 
CRASH? Isuppose we'd 
better have that down on 


tape! 


Ithink if's a really good 
magazine. | like it, apart from 
you got my age wrong. (We 

evou 16lthink?) Yeah, 
and Em 15 in July. | did notice on 
your last cover (June, No. 5) 
vou had a spaceship flying 
down a canyorof casseties and 
Inoticed my tape was in there, 
That pleased me! 

Hhink the reviews are very 
good, especially the colour 
photographs, they are really 
outstanding. Quite large as well, 
that helps. | think CRASHis a 
very popular magazine. lt is 
amongst my friends anyway, 
You've got three people doing 


“Ididnoticeon your last cover you RE 
spaceship flying down a canyon of 


all the remews, haven't you? | 
think thaf's a very good idea and 
gives a different view for each 
game. Well, | really like 

CRASH. | always getil. 


What other magazines do 
you get? 


| buy Your Computer, butthat's 
too full ofadverts. Computer & 
Video Games-— I've got quite a 
few of those and | quite like that, 
but there's too much about 
video games and less about 
computers. | hate program 
listings and | never type them in 
anymore. So that's why | lke 
CRASH —- you can look through 
and not a listing in sight! Andi 
like magazines that stick jo one 
thing; like CRASHis all 
Spectrum software, so if you 
see something lhat really 
catches your eye, you can think, 
wow, that's a Spectrum game 
and not go oh, ils notfor my 
computer, 


What about the other 
programmers who work for 
Virgin, have you met any of 
them? 


Well | met Andy Green bniefly. 
We were doing a sort of cock up 
TV interview thal went wrono. 
Thatwas the first TV interview | 
ever did, We did iton the back of 
abus!ltwas just before Franky 
came out, butitwas never 
shown on telly. 


Finally, anything you'd like to 
say to your fans out there? 


Fans! wish | did have fans. 
Fans— where are you? 


After this you will have fans! 
Will? Weill, I've still got four 
years to go to get Matthew 
Smith's reputation, haventI? 
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cassettes and Inoticed my tape was in 
there. That pleased me!” 
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Anyone expecting to be thrust into another 3D space shoot em up in 
the follow up to Ad Astra by Gargoyle Games will be in for a shock — 
on two counts. One; because this is an adventure game, and two; 
because it possesses some of the most amazing animated 
raphics o ever seen on the Specirum. Greg Follis of 
argoyle Games says, We like to think of Tir Na Nog as being a 
computer movie. 
And so it is. You play the hero Cuchulainn, a figure standing 56 
pixels high and animated through no less than 64 separate frames. 
e result is a very large character who walks, tums and thrusts 
with his sword in liquid animation as good as a Walt Disney cartoon 
character could. On top of that, there are many other living 
creatures in the mythological Celtic game world created in fir Na 
Nog, and they too are all fully animated and they all move and act 
tly. To create a sensation of three dimensional depth, 
arallax movement has been incorporated, so that when Cuchu- 
ainn moves the foreground, midground and background all scroll at 


eo speeds. 

rhaps the most astonishing visual treat can be seen whenever 
any of the characters walk in front of a detailed graphic like, say, a 
bush. We are normally so used to some form of colour attribute 
problem or clashing of drawn edges that it is almost taken for 
granted that something will go wrong, but that we won't mind too 
much. Consequ On first play, it may well go unnoticed that this 
doesn't happen in Tir Na Nog. Characters move effortlessiy across 
pon graphics or each other without the least disturbance of either 


e 


graphic. 

On screen, Tir Na Nogis a richly designed game. à is played in a 
make-believe land and starts somewhere near the centre of this 
land. From the first frame all the land can be seen, stretching into 
the distance. The player must imagine that he is a film camera, 
which may point in the four directions of the 45 s — lhese are 
the four 'camera angles . From each angle Cuchulainn will be seen 
in the centre of screen facing away from the camera, towards it, or 
facing left or right. He is moved by facing him to the left or night. A 
series of interlinked paths cross the land along which he walks. 
Tunneis, caves and secret passages make longer journies possi- 
ble. Beyond him the background is also animated as flocks of birds 
fly to and fro, the trees wave in the breeze and clouds scud across 
the skies. 

The game consists of many sub-quests and typical adventure 
problems to be solved. In addition to the cassette, the oe box 
contains a map of Tir Na Nog, drawn in a style which will be familiar 
to those who enjoy Lord ot The Rings or the Thomas Covenant 
trilogy of books. There is also a bookdet did the ao and its 
objectives as well as providing a detailed history of the fall of the 
Sidhe and the breaking of the Seal of Calum. lt is the re-uniting of 
the four parts of the Seal which forms the main questin Tir Na Nog. 
This is the work of a hero, and Cuchulainn looks tough enough to be 
up'to the job. In the first locations you will soon encounter the Sidhe, 
once mighty warriors and protectors of the Seal of Calum, now 
shrunk with the destruction of the Seal to petty and annoying 
creatures. lt is the Sidhe who may want to make you look for a 
sword with which to defend yourself, Cuchulainn is allowed to carry 
up to four objects at a time and there are some 150 throughout the 
adventure, so forward planning is required. The carried objects are 
listed in the information area below the playing screen, and their use 


atri PIA 





22 CRASH September 1984 









mt À 


Arough sketch of the Mag of Tir Na Nog. which will be included with the game cassetis. 


is selected from the keyboard and indicated by an asterisk. Ônce 
selected, Cuchulainn may thrust with them in what can only be 
described as a thoroughiy athletic manner. 

TirNa is not a game for a few moments, and any suspicion 
that the highly detailed graphics have been accomplished at the 
expense of content will soon be dispelled as you set out to defeat 
the Great Enemy by seeking the fragments of the Seal of Calum. 
Details of pricing are still uncertain aí the time of writing, but it may 
be around the £9 to £10 mark. | predict, however, that there will be 
very few who consider it unworthy. 

ir Na Nog is for the 48K Spectrum, written by Greg Follis and 
Roy Carter of Gargoyle Games. 
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| Andthe Quest of cit was this — to bring | 
together the fragments ofthe SealofCalumandto W 

| Preunite them, for the lightening of the burdens of f F | 
the world and his own lasting glory. So he took 
himselfto the barrow of the Sidhe, and standing 
before the Altar ofthe Seal, he gazed upar the) 


gateway to Tir Na Nog... 





Sword drawn, Cuchulainn defends himsel against a Sidhe. Under the volcano (Ceardaçh Calum — Calums Smithy) dweiis lhe Fire Serpent Nathair. 
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ia E config pe ds the vear — TIrashman. 
RD cd From the moment vou sil 
doum to play you E be thrilled by 
this exciting, original, laugh a 
minute game, 
Your job may look easy to the rest 
of the worid, but vou know the hazards 
speeding cars and pavement cvclists can 
both shake vou up. Let s face if cars can 
be fatal. 
Bui ifihat isn't enough vou ve goi the 
other problems of vicious dogs, the after 
effects of qvereating in the transport cafe or one 
too manvin the boozer. 
Notonhy will you be gripped by the action 
vou be amazed and amused by the high quality 
graphics, 
With seven levels of play featuring three 
altempts to finish the game (assumina vou are noi 
run over by a car) Irashman will provide even the 
most experienced games plaver with a thrilling 
challenge. | or 2 plaver option, Hall of Fame and 
joystick compatibility" ensure this game has all the 
best arcade features. 
Trashman is available NOW for the 48Kk 
spectrum. Ask for Ti today at vour local 
computer store! 
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The latter part of July, when most of the letters printed herein 
were ved, seems to have been rich in a veritable flood of || 

vons from readers, and thank goodness for it. Once again | 
it's been hard to pick out one letter for merit. (| know | keep 
saying it, but it is true — honest!) In the event, | thought this one 
from Rinhon Dyson (| hope that's the spelling = the signature 
was a bit difficult to declaheri with its warning about over- 
production deserved attention... 
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Just to show you what an 

* | Unassuming, generous and 
EP | humble person! am, ! print 
lhonoxtleitor with is valued 
playing tips... 


LYNICALLY YOURS 


hi 
pit dor mpletd level 30. 
ICJETKONG 2 (30), | 
wilspoilyour enjoyment of the 
game by telling you that the 
lo withthe large noses (on 
30) are the po that Rou | 
e game ends here. 
on make the game 
astoundingly boring, here is a 
POKE for unlimited lives: 
POKE 327684925,6021/3 
Infact, you needn't bother 
nor thegame at all — just 
8 tostart, then hold down 
sH,A,R,Sand C together, 
fare automatically win. 


| jo mi pe gro 


Meet iron ER 
are, which | will of course, 

| as Iveworked out a POKE for 
paira peço 
Anagram im eyes nne 
doesn'tgiveme £ 12, 73 times — 
thenT'dlike Kosmic Kanga and 
Moon Alert 


| rt.) 
Next month Ml explain how tó 
ft sil some more. 
foragreat magazine, 
Mr Anagram, and |hope your 
name deal Choi 
"Yours cynically, Christopher 
Sutherland, Inverness, 
Scotland. 





We gave bofh these POKEs 

over to one of our reviewers 

uno tried them out. 

Unfortunately the first requires a 
e and the second almost 

sed me (l thank my 

wisdom for taking the Charles 

Alias course so seriousiy), so as 

neither POKE works we rea 

can tgive you the software 

dou lnalçea= OW that for 


LM 


JUVENILE 
Dear Lloyd, 
lhave several points to make 
about your excellent ine. 
Firstly, | asked my dad what he 
| thought of my new choice of 
computer magazine (he likes to 


| Great, isn'tit, Mr Anagram? Itall | 


| have, Hhink, three 
| magazines. None of themis as 





e a PR e, 


know eds Um reading). After 
half an hour reading 

CRASH remarked, tis 
rather juvenile, isn't tt 

Hhought no more of this until | 
read Lloyd Mangram's Hall of 
Slime. | mean it is going a bit far 
— let's see how much | can 
pretendo geton Jetpac. I'd 
better choose an obvious figure. 
Ah! | know! 13,765,920. 

Anyway, apart irom that, your 
magazine is amazing. You 
made Code Name 


boughtit and lo and behold in 
uly issue ofthe CRASH 

Top 50 Code Name Matis up 30 

apto number 6! Thankyou, 





Im shocked! You re supposed 
to take my Hall of Slime 
serious!y despite its name. | 
never wanted a Hall of Fame in 
CRASH but one day He came 
downstairs and saio, 'Allthe 
other mags have something like 
tt, tobviousty helps sell copies, 
so well have one as well, if you 
don'tmind, When editors say 
imind'it's an order. | don't know 


- why you ai want to show off lika 


this with hi-scores — ts like 
«and things 


| live in slime — hence Hall of 


: Oh well, perhaps you re 
right. Sorry Mr Wood (dad), | yes | conuseme a 


we can be juvenile but this 
month's intake of Slimers is so 
hefty we] have to have an 
annexe to the hall! But, 

- We can be serious 
oo, à mostly we are. Ludlow 
has just suffered a uid 
pio rag this mori 


shake Di ron roubo ratile the 


computers — and betive me, al 


BRIGHT LIGHT 


| DearsSir, 


lama fourieen-year-old 
Swedish boy, and lowna ZX 
spectrum. Here in Sweden we 
computer 


as the worst English one. 
is explains my astonishment 
when lopened a copy of 
CRASH, Not even poor Clive's 
own magazine could match this 
one by far. Take my word for it, 
CRASH is the very best 
on fi ve of any kind ever seen 
this Ang Earth! 
The difference between 
CRASH and other computer 
magazines is about the same 


ta 
CRASH SMASH. | wentoutand 


| grovel)foragreat 





| asthe difierence between lhe 
plo gra and Swedish prices. À 
48K Spectrum costs about 
£240 here in Sweden. 

Iwant to thank all of you who 
have enlightened the dark world 
Of computer magazines with a 
briliant light and a great 
Ft as 

roberg, Kungsbacka, 
Sweden. dis 


| Weill, what can | say? We had 


REAR BRENO SACAR 







MORE CRYPTIC 


Goddag Mr Mangram, 
| would like to congratulate you 
on your fabulous magazine. 
However, you ve man to 
gatdeal. Inthe 

d (Before 

SH; po were a strict 

mail order software firm. 
since the magazine came out 
you have stafed on your order 
“Torm, 'Anyofthe are 
reviewed inthis issue may De 
ordered. But how about all 
other programs, the games 


from earlier issues for example? | 


Or do you have allthe games in 
the Spectrum Guide? A do you 
have even more games? 
Please answer this because 
mailorder is the only way for me 
to getgood games, 

Now for e totally 
different. love your playing tips 

and "Signpost but couldn't you 

code ii or at least make itmore 
cryptic. By just reading the 
solution out of the magazine as 


| soon as iigets tough makes the 
| games less interesting, But if 
| youcoded them 


people would 
have to spend a couple of hours 
solving them. 

Another question is, why 
didn'tyou keep the 'Next Month' 
box you had in issue 2? 

By the way, | would like to 
senda Hello to the many 
Swedish readers, and if they 
feel like it, drop galetter. 
Johan Kailum, rgatan 1, 
211 25 Maimô, Sweden. 





The simple answer to 
question is that CRAS 
tvirtually any 


ORDER cant 
Specti are you unt and | 
most titles mentioned in any 
issue are stocked unless, of 
course, the manufacturer 
deletes it- even then, Imiola, 
we often have some back 
stocks. le pede rÁS NOW 

| USInga in 
Signpost, which 
contuses him more than it does 
the readers! fi confuses me and 
Iwould hate to spend the time 
coding the Playing Tips. If you 
knew how hard itis to geta 
mini-listing for infinite 

| Something raro Eyes cu 


accural typesel 
ia di then laid out 
property = you wouldn'taskme 


to code lhe reperaa fna fr 


r first 
MAIL 





the first place! As to the Nexi 
Month box, it's there if the art 
penis what's 
actually coming next month — 
but usually they don'tas we all 
work on an issue up to the very 
tas! second (I'm not kidding 
| either) before it gets off 

. The last 


to Carlisle for printing 

| thing on anyone's mind at the 
moment is li 

“ço 


IS THIS A CHEAT? 
Dear Ed, 
[just thought | would let you 
know that the game 3D Bat 
Atiack as reviewed in the July 
issue of CRASH is actually a 
ame peter nan issue of 
our fernot so a | 
The point being, atento ia 
selingagameat£7,as 
| Cheetah Softare doing, when 
the game can be programmed 
in, with little effor, for the price 
ofa magazine? Publishin 
magazine games is all well and 
good, especially if you don'tlike 
7 ing in machine code 
games, but at £6 extra it is just 
not worth it. 

Anyway, | did like the 
Ultimate cartoon, even though it 
did not exist in the advertisers 
index. Hope it continues as tis 
great and a more int 
way ofadvertising, like the 
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3D Bat Attack | 

Automata crummy comic stnps. 
Stephen Graham, Carlisle, 
Cumbria. 









The Adventures of Jeiman is 
not listed under the advertiisers 
index bacause it isn t strictly 
speaking an ad, althoughof 
course it works indirectly that 
way. Ultimate asked us whether 
| we would like itand we said yes. 
Hthink it's great, and! hope 
others like it too. As to Bal 
Attack, you weren t the only 
reader to spotil... 


HELLO, | THOUGHT. 


Dear CRASH, 

| After reading your July issue 
(which was up to the usual 
excellent standard), | came 
across a review for 3D Bat 
Attack produced by Cheetah 
Soft. Hello, | thought, this looks 
familiar, and then | remembered 
where 'd seen il before. 

The listings forthisgame 
were published in the February 
issue (1984) of Your Computer 
| magazine. What astounded me 
was that, at lhe endoithe 
arúcle, il stated thatifyou sent 
£2.30 and a stamped 
addressed envelope to: “Mark 
C. Jones, 17 Park Walk, 
London 5WW10 04), he would 
be-only too happy to senda 
| copyoncassette. This 
| represents a three-fold price 
| increase over a period of five 
months. 

Needless to say, |wontbe 
buying Bat Attack, but will just 
Ls typeitin. 


 LUNARtics 


Dear Sir, 

| intend to keep this short as | 
know how precious time |s; plus 
the fact that you probably won't 
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| ISITLEGAL? 





want to read a load of grovelling 
waíile, 

Please thank, on my behall 
and the behalfof other 
LUNARtics who enjoyed 
Ultimate's new comic strip 
JETMAN, all those concerned, 
When [turned to page 88 of 
CRASH No. 6 | expected to 
read a complete load oftripe 
(shows how wrong you can be), 
butto my SURPRISE | spent 
the next half hour in hystenies 
while trying to read through it. k 
is the best for ages, more 
please. Ônce again, alithanks 
to those concerned. 

Alastair Moore, Shirley, 
Solihull, W. Midiands. 


JETMAN does seem io have 
gone down well, and the 
episode in the following issue 
(7l had me in hystenics too. | 
haven? been lucky enough to 
read this issue 's episode yet. As 
vou can see we are hoping io 
pd itgoing on a regular basis. 
LA 


Dear Lloyd, 

Atschoo!, a few of my friends 
and | have a small problem. You 
see we wantto-starta software 
club. In this club oneof us would 
choose a software tape and 
then split the costbetween 
ourselves. When we get the 
tape we would each get a copy 
and give the original back to the 
person whose choice it was. 
Whatwe wantto know, before 
we startis; is this ilegal and, if 
not, willwe have to ask the 
software house for permission 
before we start to copy their 
games? 

One more point. Could you 
please thank Roger (the great 
one) Kean for mentioning my 
name to Yorkshire TV. They 
wanted me to appear in a new 
program of theirs called THE 





GAME, but unfortunately | 
couldn't because | was doing 
my O level exams. 

Simon Aspinall, Cawood, 
Nr Selby, N. Yorks. 


Thanks noted! As to the 
copvying, the simple answer 
there is yes it would really be 
ilegal since, strictly speaking, 
any unauthorised copving of 
copyrighted tapes is illegal. 
Wihilst no one can prevent you 
from collectively buying a lape 
and sharing it, | suspect lhe 
software houses would be very 
upsetif you were to make 
several copies ofa lape to 
share out. 

LM 


WHAT'S THE 
REASON? 


| Dear Lloyd, 
| Mind your ratings generally 


excellent or most points but | 
have reason to believe that the 
Use of computer percentage is 
at slight fault. This percentage 
refers to the control keys and 
joystick options, does it not? 
When reading the control 


| keysthe Les Flies by PSS, and 


The Prize by Arcade | found 
they both possessed the same 


| keys (cursors) and same 


joystick options but lhe rating for 
each was different. The Prize 
had 60% use of computer and 
Les Flies had 689%. Surely 
these must be the same? 
These errors were found inthe 
July issue and there were 
probably more mistakes like 
these in previous month's. 
What, if any reason, is the 
difference in percentages”? 
Andrew M. Proctor, Leeds, 
Yorkshire, 


The answer to this questions 
retates to answers given 
previousty about some of the 
obvious anomalies found in any 
rating system, but certainhy ih 
those of CRASH. One central 


| problems that there are three 


reviewers to take into account, 
each with a personal opinion on 
all the ratings. Their collated 
and averaged oul ralings can 
make an enormous difference 
insome cases to the final 
vuicome. But on top ofthat lhe 


| “Useof computer rating does, 


as you point out, have to do with 
keyboard and joystick options, 
but also how effectively the 
program respond's to either 
means of input. Obviously the 
number of variables involved in 
the final result will make for a 
difference. lt might well be thata 
gap of some 8% is too much — 


| Emnot by any means trvingio 





say that CRASH ratings are 
foclproof, as indeed the next 

riter wishes to point out. 
LM 


RE-REVIEWS 


Dear CRASH, 
[arm writing to complain abo 
the reviewing systems in 
various magazines. When you 
want to buy RE da you wanl 
the best on offer, and that's 
where the magazines come in. Ee: 
They tellyou what type ofgame |= 
tis and how gooditis. = 
However, | have found that 
magazines cannot always be 
trusted 











































For instance, in Personal 
Computer Games (March 
issue) they reviewed a game 
called Apple Jam whose overall 
mark was only bettered by two | 
other games in the issue, Scuba 
Dive and Fighter Pilot. heven 
| beat Wheclie, agame which 
you gave an overall 93% to. | 
was thinking óf buying Apple 
Jamwhen | read your review of 
it. An overal! percentage of 47 
and comments such as, Iimited 
addietivity. How could one mag 
differ so greathy from another? 





As CRASH is now the only 
magazine | buy regularly, the 
“followinog complaints only apply 
to CRASH (rest assured, 
though, you are not alone). 

BLUE THUNDER, which you 
made a CRASH SMASH and 
which claimed six screens of 
serolling action, was absolutely 
rubbish. The control keys are 
terrible and although the 
“ba are clear and detailed 

is alone does not make a 
great game. 

BLADE ALLEY isa boring 
game and unless my copy has 
Sua, you cannot get off level 2 
without losing a life. The 
graphics are nothing 
sophisticated, so how do they 
getB7%. 

Concerning Mark Powell's 
| letter (issue 5), how DID Zaxxan | 
| geimore than 30%? 











| also disagree with your 
review of Hunchback where you 
said therewas no +lor—1 
variation when jumping on and 
offihe ropes but ihe issue 
before you had made Jungle 
Trouble your established game 
oftha month. Crossing the river 
aisohasno +1 or —1 variation. 
Yel you slagged off Hunchhack, 


also do not like the rating for 
Oniginality which does not bear 


 anyresemblance to how good a 


is. Please get rid ofil. 


| fes are a few ofmy 


comptaints about reviews but 
may | add that | have found 
= CRASH's reviews on the whole 


Ê = = iobe above average. Keep up 


o 


= lhe good work which, apar im 
1 atew hiccups, is excellent, 
Eee hapman, Aylesbury, 


Reviews in any magazine are 


personal opinions, and as we all 
know, a persona! opinion can 
cof bd irusted so far. With three 


iving their opinions 
fá aCRAS review we have 


“done our best to remove the 


eftectol any personal bias, but 
we can only be successiul to a 
degree in this, As you say, you 
find our reviews on lhe whole to 
be above average. Alithe 
CRASH review team get io see 


hundreds ofgames in a year, 


many a month. | suspect they 
seg more with a view to being 
critical than any other 

magazine 's reviewers — they 


“ canalso talk them over with 


pacholther to some extent. 
Apple Jam was certainly felt to 


 beagame wonh only 47%. 
“Have you seen it to discover for 


rourself whether Wheelie 
should have come out lower ? 
That might be interesting! 
Icantcomment on Blue 
Thunder or Blade Alley very 
much, beyond saying that, 
ao most reviewers lhought 
ade Alley 's grapíics were 
worth the percentage given. 
Zaxxan has been in | 
WH S&mith's top ten sellers list 
for a few weeks, so obviousiy 
ouropinion at the time has been 
reasonab!y maiched by others. 
The overall attitude to 
Hunchback and Jungle Trouble 
is also coloured by the particular 
games, don torget. We just 
didn't see Hunchback as being 
thal great overall, and whilst | 
agree with your comments on 
fhe+Ttor—1 variation, altl can 


| savisthatonce you getthe 


hang ofit Jungle Trouble's 
jumping works really well, 
raça | still find Hunchback's 
rope leap just a damned 
nuisançe to the game. The 
Originality rating, as you will 


1 because of the quantity of 


| you are showing sul 





have noticed, barely survived 
one issue. Itwas introduced 


letters we have received asking | 
forit So we iniedilltcouldnt | 
possibie work, so we got rid ofil, 
proving that weil-known 
some of the readers can be right 
altof the time, allorf the readers 
can be right some of the time, 
butnoneofihe readers can be 
right aliof the time. Of course, 
the same is true of publishers 
too! 

LM 





PIRATES 
Dear Sir, 
Lind it shghty ridiculous that 


sentiment to are houses. 
They wentinto business to 
make a profit, notto produce 
greatgames outof the 

ness of theirhearts. The 
pirates take some of this profit 
away, but the only reason they 
cando this is because the 
consumer does not wish to pay 
the high prices asked for 
games. Yes, Spectrum 
software is the cheapest around 
butstill, at£S upwards, the 
average child is not going to 


Commodore 64 


& BBC “Model B, 
Users NOW YOU CAN 


JOIN IN THE FUN 
OF KEVIN TOM No. 1 Football Game 





think ap before he orshe 
tapes a friend's game. | 
The pirate ia des the | Football eme er 
rice has beenforced too high || 
o + the consumer to be prepared Designed by Kevin Toms 


This outstanding game oÍ 
skill and strategy is 
now widely available 


to buy. The only way, therefore, 
to get rid of the pirate is to cut 
the price or offer incentives (like 


- prizes) which the pirates and you can join the 

| games will notqualify for. many thousands of 

—  Thesofiware houses must satished customers 
realise that they have this who have purchased 
competition rather than bleating the game, 


to the press. | am quite sure that 
ifthe pirating were impossible 
the average price of Spectrum 


"Some of the features 01 the game: 
Acton from the game (CBM GS) a Matches in 3D graphics € Transfer 


Elgg MASC. markdt & Promotion and relegation 
sue Rig E RE e FA Cupmatches € Injury problems 
















sotiware would actually rise. And then you have to sitenthe Mdohos q nr tables & Four Divisions 

How can anyone blame the sepises dt cum Completely lamastic. 1 q perros own team for pie match 

a As many seasons as you Li) 
consumer for inking prices are Late boy Eharfe Pichálas 1] Na nagenal intra & Tokill levels 
too high when they ses Heprrnted fest Buy É a Savé game facility 
lagos 5 Ebro cade, ae Prices: ia Mode! & Ea 
ON CUustom-DuM motorDIKEs am ommodorabã  ELSS 
Spectrum S8K £E.95 
games having giant ad Kal LER ES 95 
| campaigns lavished on them? (NB SD GRAPHICS ARE NOT | 
Soitis time tostopfeelingsormy | Gesmeas orders ada riso ear rms pre 
for the poor lie sóttware Strategy Game ofthe Fear, 1981 ext ParrseraEde Te eita leis 
E Nominated: DEranches à! 

house, they are running a Guide Jorstick Amando Bra 





Addictive Games 


A RICHMONDHILL BOURNEMOUTH BHZ GHE 


CRASH September 1984 29 


business and, believe me, they 
wouldn't hesitate to exploit you 
if they could. The law of the 

jungle presides, the fittest, Dest 





To order br mai (p&p hosjsend 
cheques or postal order tá 








| games producers will survive, | 
hope you print this letter as I'm 
sure itwill stir up a lot of 
controversy andit's time the 

| other side of this issue was 
seen. 

| Paul Watts, Ilfracombe, 

N. Devon. 


We have had many letters on 
the subject ol lape piracy, and, 
pfcourse, some of them we 
 havealready printed. | think this 
 isthe strongest challenge to the 
software industry io defenda 
| themselves, though, and it 
| mould be nice to see some 
reaction from companies as 
well as readers on this ore. Any 
takers ? 

Personally, Um concerned 
with one thing oniy, the 
continued cevelopmentof the 
home computer game. If you 
are using the word “pirates to 
desenhe the consumer who 
can tafford tape prices, that's 
| one thing. But the rapid rise of 
| commercial piracy is another 
matter. And one point | think that 
is valid is that the more 
consumer piracy there is going 
on, the easieritis for 
commercial pirates to slip in 
their produetl, often compleie 
with proper cassete covers ele. 
And believe you me, the real 
pirate IS OUT to exploit you and 
| me. The lawofthe jungle, 
incidentally has never said thai 
| the fittestand best survive, 
merely the sirongest! — in other 
words it is an amoral law and 
takes no account of realmerit. 
Another point (which may not 
exactly show us in a good light, 
but what the hell, we re trying to 
be honest here!) s that pirates 
ofanvy sort don t advertise in 
| magazines. The money 
received from actually selling 
CRASH to you, the reader, just 
covers the cost of producing 
and painting each issue. Then 
comes all the costs of stalf 
salaries, office overheads, 
ivDeseting. running 
competitions and numerous 
other hidden expenses. All that 
has to come from advertising 
revenue — wilhout il there could 
be no magazines at all these 
days — certainty not ones that 
people would want lo read — 
and we re always presuming 
here that people do want useful, 
informative magazines to read. 
However, enough said. Lets 


ses whal everyone has losay lo | 


the letter and my points! 
LM 





COPYRIGHT 
PROBLEM 


Dear Sir, | 

| buy your magazine regularty 
and Iwondered if you can help 
me. lhavea ZX81 anda 
Spectrum and | write programs 
for both. |would like to put some 


| ofthese on the market but do 
- notknow how to get a copyright 


for the programs. Ifyou cou 
send me some information or 


anaddress where | couldobtain | 


information, | would be very 


-gratetul. 


Lee Allen, Buntingford, 
Herts. 


Copyrightis a rather strange 
thing here in Britain. There isn't 
any formor legal paper which 
willever state that you are the 
copyright holder of such and 
suchobject. Basically, having 
written something in whatever 


“form, orin any sense having 


created it, itis your copyright 
automatically. Naturally, to 
prove the point, someone will 
have to have seen il, and the 
best idea is to provide your 
solicitor with a copyofthe 
game. In any event, your - 
sólcitor will be lhe best person 
to advise you on lhe matter 
because there is no office which 


| deals mith copyright in the same 


porá that there is a patents 
Office. 
LM 


MAPPED! 


Dear CRASH, 

Hbe quick, as | don'twantto 
waste space in your brill 
magazine. After nearly 12 hours 
of playing, 3 asprins anda 


colossal electricity bill, I've 


completed Sabre Wulr. 
shocked? So was "Oh, not 


onty was that 12 hours spent 


Me. gone mad! 





CE, 


Edward and the map. 





'* completing it, I've mapped it! 


With help of course — my faithful 
sidekick Edward (Bontley) 
Brown. What's this? You don't 
believe me? Well, just for that, 
Hisend a picture of the end 
screen, and one of the map. So 
there! 

Andrew Gates (and Edward 
Brown), Wolvercote, Oxford. 


Wrho says we don ! believe you? 
Weil, you Tre notihe firstbya 
long shot, but you are the firstto 
E any pix! 













“TOO MANY ADS 


" DearCRASH, 
After having read this month's 
edition of CRASH (July) we 
were disappointed to find that 
there were just as many 
adverts, ilnot more, than there 
was inlastmonth's mag. We 
have been buying CRASH 
since itfirstcame out and have 
always thought it the tops. But 
these adverts are driving us 
barmy. Please give us more o! 
the games and less of the 
adverts. It's like reading through 
my mam's weekly, which 
consists of a few stories, letters 
and the rest is ads. Yuk! 

We-do not wish to sound like 


traitors, butifthings don't 


improve we will seriously have 
to start thinking of looking 
around for another mag to 
replace our once great CRASH. 
Darren White and Shaun 
Connelly, Gateshead, Tyne & 
Wear. 


Come on kids — let s be serious 
please!! don't want to go on 
about ads to editorial ratio but it 
isa vital point, andas | saidina 
repiy earlier in this column, 
magazines have to have 
advertising in them. | did check 
with the financial dept who 
calculated lida that without 
advertising helping to pay for 
the printino of CRASH no woulo 
have to charge something in the 
region off 1.50 for it, at least 
double the price. Anyway, if you 
look around, what other 
magazine are you really going 
to find withas many editorial 
pages to adveris? Notmany | 
assure you. Check itout. Wed 
hate lo lose you as readers, but 
without the ads there woulon 
po a CRASH. Honest, 
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GARGOVLE GAMES 


48K ZX SPECTRUM 


Tir Na Nóg— the land of youth, the other world. | 
tir Na Nog — the kingdom of the sidhe, the home of dagda's cauldron. 
Hr Na Nog—a vast and complex adventure, in a magical celtic lantiscape. 


Tir Na Nog —a most stunning visual experience, with state-of-the-art film 
animation. 


Tir Na Nog-a true computer movie. 
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ACS ON 


SPECTRUM 
'AWARENESS 
PACK 

The bg om University has 
made its Micros in Schools 
'Awareness Pack pd 
for the 48K Spe | 

enabla ts-as well as 
teachers-tp understand the 
many ways children can 
benefit from the use of 
computers in the classroom. 





| The pack is designed for 


computing novices and brings 
the user to the point where Ítis 
possible to connect up, switch 
On and use the educational 
material on the 
microcomputer, evaluate its 
potential and understand 
enough computer jargon to 
communicate with computer 
experts, itis claimed. Further 
information is available from 
the Micros in Schools 
Project, Open Universii 


Milton Keynes MKT7 


(Tel: 0908 367264), 


SPECTRUM 
FLOPPIES 


The hardware add-on people 
im pf ld have 
au a low-priced 3 
drive for the Spectrum. Era 
be used with either 16K or : 
machines and allows the use 
of other add-ons. The Disc 
Basic allows the user to SAVE 
and LOAD p 

rograms which start at a 
specific line automatically, 
jo bd in full colour, strings, 

let arrays and 
"dimensional string 

Atos numeric array and 
multi-dimensional numeric 
arrays, as well as code to/from 


| any specified memory 
| locations. The drive will cope 


with 150K of data capaci ai Ana 
disc (200K unformatted) 

3 inch disc drive costs €199 
and comes complete with 
all cables and plugs, 
available direct from 
Thurnall Electronics 
Ltd., 95Liverpool Road, 
Cadi ishead, Manchester 
Hotline orders 

on 061-775 7922. 





GAMES 
WORKSHOP 


H you like complicated board 
games with an adventure feel 
to them, then you will o 
have visited the excel 


| Games Workshop shops in 


London, Manchester, 
Sheffield, Nottingham or 
Birmingham. Hives of 
bb andd 


r 
[in en Pa 
| havea So A selling 

Non hey ate computer games. 
"Now ; 


have launched 
for the 


| ak pectrum on their own 

| label-Battlecars and D-Day. 

' Batilecars is set in the year 

| 2081 and involves two players 
batiling to the death in illegal 


car duels fighting with 
missiles, machine guns and 
mines. D-Day is a graphic 
wargame based on the 
Normandy landings of 1944. 
Two players take the part of 
the Allied and German sides, 
batting through four different 
locations. The Esam have 
between forty sbety units 
each'to ia a ço 
tanks, bridge-layers, infantry 
and shi h games should 
be available from October, 
priced at £7.95. Watch the 
next issue for more details! 


SINCLAIR 
BLITZ 


Era Research is to spend 
m on promoting the 
Spectrum computer over this 
coming pre-Christmas period, 
They expect to sell a further 
500,000 inits between now 
and Christmas. In contrast the 
OL only gets a budget of 
£1.3m. A further sum of 
£200,000 will be spent 
promoting the free software 
that Sinclair is giving away 
with each Spectrum 
purchased. 







SPECTRUM 


| Sinclair QL computer is 
| Sogra Helmsley, York 


| hants. 
And the fourth a winner 


| VENTURE 


E CRASH 





Birmingham B26 3DY. 


DK TRONICS 
CLUB DRAW. 


As we announced in the June 
issue of CRASH DK 
'TRÔNICS have now made 
the draw of entries to their 
Spectrum Owners Club. 
Winner of the fist prize, the 


Richard iárick, 9 Ashdale 
econd prize winner (100) is 


Andira Sonia 
Road, CARor Rugby. 





E Mark Middleton, 9 
roadway, Morton, Nr. 
Bourne, Lincs. The winners 
have been notified by 
DK'Tronies. 


NEW 


In the August issue we 
reviewed the strateg Eos 
me New Venture 
alcon Computing. 
Unfortunately the price was 
leia from the review. It is 


NEW 
CIRCLUATION 
MANAGER FOR 


Newsfieid Limited, the 
publishers of CRASH 
Magazine, have appointed Mr. 
Tom Hamilton to be 
Circulation Manager. Tom 
Hamilton has spent many 
vears in the wholesale and 
retail side Of magazine sales 
and also has substantial 
interests in computer and 
software sales. He will ba 
operating from his ofices in 
Birmingham and will be 
intersted to hear from any 
readers or retailers who 
encounter difficulties in 
obtaining CRASH in their 
locations. Contact Tom 
Hamilton at the Sheldon 
Software Centre, 2065 
Coventry Road, Sheldon, 
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Downsway proves the point 
that not all programmable joys- 
tick interíaces have to be big 
and bulky. The unit plugs into 
the edge connector por of the 
spectrum and could be mis- 
taken for a neat rampack if it 
were not for the 9-pin D plug 
protruding from its side and a 
two position slide switch. What 
is quite astonishing is that there 
is no logo or makers label to 
identify the unit, which is 
pushing the incognito image a 
itte bit too far. No instrucions 
are provided with the unit, so 
beginners may have to solve 
a Riddle by process of elimina- 
om, 


OPERATION 


The interface must be program- 
med from Basic. The slide 
switch is set to programming 
mode (Upper position for tack ol 
annotation). Each individual 
joystick function is programmed 
in tum. The joystick lever is 
activated and at the same time 
the appropriate key pressed on 
the keyboard. Care must be 
taken to ensure the level is 
released before releasing the 
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key on the keyboard, as the 
memory stores the actual data 
on release of the lever. Ônce 
this operation has been com- 
pleted for all the functions, the 
slide switch may be retumed to 
the normal position. The func- 
tion of the joystick may now be 
checked and the correct char- 
acters should appear on the 
ia when activating the joys- 
tick. & 
The Spectrum is now ready 
tor the game to be loaded. Atic 
Atac is taken here as an exam- 
ple. This game has provision for 
Kempston, Cursor or keyboard 
control. Enher Cursor or 
keyboard control may be used 
in combination with the Downs- 


way interface. 
Keyboard control will be 
chosen and the joystick control- 


ler programmed for left, right, 
down and up using Q, W, E and 
R and fire action with T. Having 
checked the individual actions 
in Basic, the game is loaded 
and the keyboard control 
selected (option 1). On play, two 
things become apparent, First 
the good news, the fire action, 
although programmed ont indi- 
vidualhy, will work even when 


activating a direction control. 
The bad news is that the di- 
agonais do not oblige in a simi- 
lar manner; they will not operate 
unless they are programmed 
beforehand. The same prog- 
ramming procedure as with the 
other directions applies, onh 
that two movement keys will 
have to be activated at the 
same time while holding the 
joystick lever in a diagonal, so 
depressing Q and R keys the 
joystick must be pushed into the 
upper left diagonal and re- 
igased, 

In fact the standard proce- 
dure will be to program the 4 
diagonais first and then the 4 
main directions followed by the 
fire action. À snag will occur 
when trying to check the prog- 
rammed functions, as Basic will 
not register two keys activated 
simultaneously and therefore 
the diagonais cannot be check- 
ed. an error has occured, it will 
only be noticed after loading the 
game and this means having to 
reset the Spectrum and restar 
the procedure. With a bit of 
practice, however, this should 
not occur. The fact that the 
programming has to be accom- 





pished in Basic requires the 
function keys for the game to be 
known beforehand. In most 
cases this information wil be 
found in the cassette inlay. Dur- 
ing the period of the test, the 


Downsway unit à imita faul- 
lessly and without any side 
effects. 


CONCLUSION 


The Downsway interface is a 
very compact and effective 
programmable joystick control- 
ler. The lack of programming 
instructions complicates the inl- 
tal use, especially since there is 
no anmotation of ihe slide 
switch. 

As with most of the soft or 
hardware programmable inter- 
faces the programming is re- 
quired to be done before load- 
od game and requires a 
lithe exercise, but apart from this 
drawback lhe unit proves to be 
far more versatile than any of 
the standard interfaces and pro- 
vides a joystick facility for any 
game on the market. 


Franco Frey 











Address 


S DOLLARSOFT | 


HOME COMPUTER SOFTWARE 


JEVERARD GLADE, BRADWAY, SHEFFIELD 517 4NG 
Tel: 0742 363246 


Alltitles run on 48K Spectrum 


BLACK TOWER: Graphical 
adventure, includes SAVE & 
LOAD routines, full sentence 
handling and over 150 
locations. 





a 
E 





SUICIDE ISLAND: 96Kk 
Graphical adventure im two 
parts. Consists of two blocks, 
separately loaded. Includes 
SAVE & LOAD routines, full 
sentence handling and over 
100 locations. 





Available in text for Electron & 
B12. | 


| Ali Bop PAS 


| 3D-DOTTY 


é 


SET CIMA RT 


SD DOTTY: Stunning 3D 
arcade action consisting of 3 
mazes, each a different colour, 
4 ghosts, power pills, sprite 








High Score. This is probably the 
best maze game onthe market. 
100% machine code. 





PADDY: Arcade action. You nm NM 
control Paddy, whoistryingio | 
collect as many dollars as 
possible. 5 screens, continuous 
tune (Dam Busters March), skill 
5 needed to overcome the 
security quards and to open the 
vaults. 100% machine code. 





Please supply: 


O DOTTY 
O PADDY 


(0) E4.95 [1 BLACKTOWER (76.50 
(0£4.95 [1 SUICIDEISLAND q £5.95 
P&P included 


Name 


| Trade enquiries welcome 


movements, 55,000 levels and | 





Breakout 


" Don'tforget the exciting 


competition to describe what 
happens on the founth 
screen of Poppy Soft's 
arcade aclion game 
FACTORY BREAKOUT. 
Details are to be found in last 
issue's CRASH, but we want 
to remind you that this one 
runs for two months, so 
there's still time with the 
competition only closing on 
eptember 27! 

rizes are a Poppy Soft 
game to the first 100 correct 
entries drawn from the bag, 
the first ten receiving in 







Phrder. Hiratees dd DT ind 
Nrras 


Nrrdrad 
Bioterra 


addition a copy of Poppy 
Softs brand new game due 
n December, andor the 
very firstone drawn, £100 
ontop! Don'tmiss out= ge! 
ptaying FACTORY 
BREAKOUT and discover 
the secret of the fourth 
screen! 

Answers on a postcard (or 
outside of a sealed 
envelope) to FACTORY 
BREAKOUT 
COMPETITION, CRASH 
MAGAZINE, PO BOX 10, 
LUDLOW, SHROPSHIRE 
SYB1DE. 





upar Rede Card Games 
Por oe Ps AT CRT CD ayihr 


RD om RITO 
ed a coAE UPS a 
ATE PEÇA rd sr rio ão 
cria Ari pa A ir 
É 


! i PDA ] aHo dra Sesi ori apr 
NELAS CALC for rd! etpoiluotac prelfrcaal Ryo HATE RIO at! 
Cdr as Ala Miramar HOT care dire taitrdd PATTI, 
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THE NEWEST GA 


100 COPIES TO BE WON!! 


E Mod + 
E ginis 4 Er di 
di ad 


E 


nt a 
ta 


, 
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There is a large interest de- 
veloping in Games Designer 
programs. Lots of Spectrum 
owners have experienced a 
wealth of commercial games 
programs. Many of them feel at 
one point or other that they 
could improve and do better 
programs or have original ideas 
for new games concepts. Some 
may have experience of prog- 
ramming in Basic and have felt 
the disappointment in the de- 
ficiencies of Basic as a graphics 
and sound language. Every 
programmer goes through the 
stage of despair at the lack of 
speed when operating from 
Basic, Only very few will dare 
venture into low level machine 
code language direct from 
Basic. They will either leam to 
use specific machine code 
routines, which they will be able 
to access from Basic, perhaps 
using a machine code toolkit, or 
they will delve into a high level 
graphics development lan 
quage. Nearly all of these dedi- 
cated people will find them- 
selves leaming machine code 
operation in the end and be- 
come machine code freaks, 
The interim stage of a high level 
graphics language or of a toolkit 
will help them bridge the gap 
between Basic and hex code 
programming by improving the 
end result of their work and thus 
Keeping their interest alive long 
enough. In fact, the results may 
be 50 impressive, that some 
people may rmót even be 
bothered to develop any further 
and setile for this relatively easy 
and rewarding interim stage. 
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THE WHITE LIGHTNING PACKAGE 


White Lighining is a high level 
Gevelopment system lor the 
Spectrum 48K. |t consists of 
three distinct programming 
blocks: 

The Sprite Generator 

opectra Forth 

Ideal 


The White Lightning lan- 
guage is a fast integer Forth 
which conforms to standard 
Fig-Forth. 

Ideal is a sub language in- 
corporated in Forth which deals 


with the graphics manipulation. 

The Sprite Generator is a 
stand alone utility, which pro- 
vides a development system for 
creating user defined charac- 
ters and sprites for later use in 
Forh and Ideal or from Basic. 
Due to the wealth of material, 
only a very marginal cover can 
be given, but this should give 
the programmer an idea of the 
possibilities contained in this 
package. 








THE SPRITE GENERATOR 


PROGRAM 





The Sprite Generator program 
assists in the design and editing 
of graphic characters, which will 
later be manipulated as sprites 
in Forth, Ideal or Basic. At the 
end of the session the sprites 

enerated can be saved to tape 
or later use, 167 arcade char- 
acters are provided with the 
package. These can be re- 
vigwed by loading and running 
DEMO B on the demonstration 
cassette. The demonstration 
sprites are located after the 
White Lightning program and 
may be loaded and edited with 
the LOAD SPRITES FROM 
TAPE facility. 

The Sprite Generator prog- 
ram displays to the left the char- 
acter square, an 8 by 8 grid and 
is the area where the sprites are 
created and edited one charac- 
ter at a time. The Sprité Screen 
situated on the right is an area of 
15 x 15 characters in which 
sprites are created, developed 
and transformed. A sprite library 
ot up to 255 sprites or 12500 
bytes pi be created and more 
than one library may be merged 
into White Lightning. 

The character is generated 
on the character square and 
then transferred to the Sprite 
ocreen. From here it can be 
used for sprite creation or saved 
directly as a sprite to memory. 
An information rectangle pro- 
vides the information of the 
sprite in the Screen Window. lt 
Indicates the memory left, start 





and end position in memory, 
a height and length (in char- 
Ei an the sprio number. 
The lal functions provi 
gre plenty and include mirror, 
o and attribute handling. 
Sprites can be combined in 
larger sprites. Sprites may al 
be combined using the Boolean 
og) functions OR, AND, 
OR. The funciions are 1 

” numerous to mention. 





SPECTRA FORTH 


The standard Spectrum editor 
or a special Forth line editor 
may be used to create the 
source code for later complila- 
ton. Forth achieves its superior 


computing speed by employing 


onwhere the data or operations 
| to be performed are held cou- 
pled with the use of Reverse 
Polish Notation, which may be 
familiar to Hewlett Packard 
pocket calculator owners. 

The language is made upota 
standard set of vocabulary of 
Forh words. Programming is 








Most of the Basic commands 


a computation and dala stack displayed to its advantage in 


| several demonstrations, 


























“ DEMONSTRATION 


Running the demonstration 
tape gives a clue as to what can 
be achieved with Ideal/Forth. All 
demonstrations are explained 
in the manual indicating the 
method employed and the com- 
mands required for the special 
effects. The animation is very 
fast and the interrupt facility 








A Spritely bunch 


tant Usr call addresses are 
listed. 

The demonstration programs 
are briefly described and 16 
sample programs are provided 
for the aspiring Forth/ideal 
programmer. 













MANUAL 


It is here where White Lighíning 
scores very highly. The manual 








rupis occur 50 times a second 

independent of any running 

bo fa This way smooth 
o. ground serolis may be pro- 
l duced independent of the fore- 
| ground movement. Idealmay 
also be accessed from Basic. 
This allows the programmer to 
utilise the animation and screen 
facilities of Ideal before having 
to leam Forth. The animation 

willbe reduced due to the 
| higher overheads of the inter- 
preter, and more memory will 
be used for the Basic source. & 


achieved by defining new words is a 131-page booklet and pro- 

based on the words of the ex- vides an excellent introduction 1 

istng vocabulary (The house into this highly versatile tan- CONCLUSION 

that Jack built... principle), quage system. The manual is | 
Fe Values to be passed to these divided into the three main sec- White Lighining proves to be 
de words are pushed onto a stack. lions on the Sprite Generator, more than just a high level 
ali Forth produces very compact Spectra Forth and ideal. Each graphics development system. 
tes code, the source code is very and every command is ex-  Atf14.95 it includes a fast and 
the readable and it has near  plained in detail and ilustrated efficient Forth language, the 
tes enough the speed of machine with sample cando graphics sub Ideal and a versa- 
pe E code without requiring the in- Glossaries ig iven for Fig-  tile Sprite Creator all accompa- 
Eulã depth knowledge of machine Forth, Ideal, Basic and nied by an excellent beginners 
he code. Access may be gainedto Extended sia Forth. Impor- and reference manual. Franco Frey 
si Basic and to machine code 
[sus routines for full fexibility. ThE Soritg falir 
on 
ne 
ad 
th 
M 

Ideal is a sub language with a 
* dictionary of over 100 words. 
E Ideal stands for “Interrupt 
d Driven Extendable Animation 
=. Language and i5 designed to 
pe faciltate the manipulation of 
7 sontes and screen data. Forth/ 
f Ideal words can be executed | 
1 under interrupt. This facilitates | 
Í timing, as the Spectrum inter- 
| 
| 
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Zzo0m 81,040, 174 rafugaes 
Chris Baker, Miltord Haven, Dyfed 


Sabre Wu 201,195in 100% 
Arcadia 118,7240n1100+ 
Peneirator 223,170 (10 missions) 
Deathchase E5,634 
Chuckie Egg 398 880 

Christopher Hawkins (15), Lincoln 


Sabre Wu 115,995 
Laurence Reeves, Newhaven 


Chuckie Egg 253,2500n 23 
Defenda 47,750 (NMNOMUA) 
Jetpac over 1,000,000 
Howard Rogers, Saltdean, 
Brighton 


Chuckis Egg 209,980 on L20 
Pheenix 28025 
Penetrator 163,050 
Ah Diddums Box 9 
Fred 10,000 
Manic Miner 103,175 
Kong 339,856 
| Kevin McKay, Paisley, Scotland 


Lords of Midnight - completed 

| Ship 0! Doom — completed 

| The Hobbit - completad 
Deathchase 83,762 0nL16 
Tranz-Am—5 cups ind mins3 secs 
Code Name Mat — ai! Myons dead 
nd level 
Chuckie Egg 242,67DonL22 
A. Carson, Blackpool, Lances 


Hunchbrack 1,357,700 

Mr Wimpy 101,450 

Sabre Wulf 128.880 at99% and 
TE% 

Atic Atac 64,705 al 99% and 67% 
Chequered Flag 1:00:26 a! Monza, 
1:05:80 at Silverstone 
Android 2 6,360 

TLL6.285 

Tower ot Evil 6,285 


Trashmar 6.778 


Sabre Wu 105,230 at 76% 
Atic Atac 995% in 4 mins 40 secs 
Valhalla — finished 

Laserwarp 13,975 (code K2DT) 
Code Name Mat 522 |AFFKFEBC) 
Cookie 19,520 

G-Force 128,000 

Wild West Hero 86.000 
Exterminator 210,5000nL3 

Jet Set Willy — completed 

3D Deathchaso 91,000 0nL15 
Bi from Jason Hart (1 4), 
Peterborough, Cambs 


Atie Atac 4 mins 4 secs 
Manic Miner 500,439 and 25 men 
left 

Jet Set Willy = completed 

Gary Barlay, Westolifte-on-Sea, 
Essex 




































Chuckie Egg 249,000 odd 
Manic Miner 160,000 
Bugaboo — outin 21 secs 
Orc Attack 46,570 

Guy Veale (12),Merton Park, 
London SW18 















SEI De ip A Na Lunar Jétman 375,1950nL.30 
ces pese IR um ri 
om E K 
Orc Attack 89,475 - ManicMiner 1,695,211 
' Sam Vasto (10), Merton Park, Arcadia 929,631 | 
* LondonSW19 Penetrator 976,520 
| Deathchase 56,330 | 
Sabre Wu 54,000 ai 71% Chuckie Egg 457,6100nL35 
Richard Poole, Hucclecote, Glos Sabre Wulf 256,320 at 99% 
Ant Attack 46,767 
Planet of Death — completed 1 day Pogo 184100 


Ship of Doom = completed 1 day alan Simpson (16), Milton, 
on lasgow 


Golden papa ap G 
Colossal Adventure — completed 
E days Hungry Horace 1 49,010 : 
| Smugglers Cove — completed 3 Pogo97,87bonLi3 
| days Tranz-Am 8 cups in2mins 12 secs 
À veinor's Lair - completed 2 days Atio Atac in S mins. 4 secs 
| River Rescue 68,700 CDS Pool 1,280 (dth frame) 
Deathchase on to L22 Pyramid 128,623 
Simon Paul Webb, North Barry Leadhem, Lurgan, Co 
Bransholme, Hull Armagh 


Night Gunner 23,385 
Lunar Jetman 115,535 
Átic Atac 40,370 mM a 
Ant Attack 46,112 O A 
Blade Alley 23.475 7 | 

%  SabreWulf33,055 
ú Mark Graysmark, Copthorne, 



















Chuckie Egg 388,890 on L30 
Barry Kerfoot, Oldham, Lanca 


Atic Atac 19,710in2 mins 19 s60s 
Trashman 40,208 
Andrew Alisop, Morley, Leeds 


















Chuckie Egg 244.320 on L22 
Trashman 17,621 

Automania 9691 onL5 
Cyber Rats 206,293 

B. Benson, Saftron Walden, Essex 










Chuckie Egg 575,000+ on L4O 
Derek M. Tobias, Grffnock, 
Glasgow 


Sabre Wull 103,845 
Paul Fyte, Faltham, Middx 


17 secs 
Sabre Wu 22,645 at 78% 
Pyramid 117,353 
Trlbble Trubbia 19,850 
Ant Atiack 40,751 
Maziaos 52 on Adventura 1 
Nicholas Starling (13), Norwich, 
Nortolk 




















































Penetrator 189,0D0 

Ant Attack 33,000 

Sabre Wu 107,250 

David Newton, Swindon, Wilts 


Chúckie Egg 2,355,4300n Lt24 


London E17, and he says ha 
reached this incredible score alter 
3v5 hours non-stop playing. Wa can 
onhy hope it's true! 
















And'that's fi for this month, sorry 
to those whose scores didn't 
makes KH In. As you can ses, |don't 
tryto pick the highest necessarily, 
it's just the way they come out of 
the file, and some may pass over 
to next month, unless there's 
another deluge! Keep them 
there's no point. 


. se 


e Ltd, Mulberry house, Carnnog Place;bivecçoo! E 051-704 To7 





SOFTWARE “RP 


We re sorry you ve had to wait so long for our first new 
release of 1984 but your patience will De well rewarded. 
From Bob Hamilton, author of The Pyramid” and 
Doomsday Castle we present BEAKY AND THE 
EGGOSNATCHERS and introduce Beaky, our new 
star Of the video-game screen. 
[ZIg9yY Is having a well earned rest! 
Beaky belongs to 
the family of 
Andromedan Armed 
Condors, the rare 
goggled variety. 


“The numbers of'his species 
are dwindling fast because of their 
rather foolish choice of breeding 
ground, on the planet of Crackit. 
This unfortunately happens to RE 
be the home of à particularly | | | 
evil band of ti pah nad cpcosngesa AG mg 48K 
collectively as the | Ja | gs | 
Eggsnatchers. Their sole | | Conmmodara as 
malicious intemtin life q 
is to extinctify Beakys 
species by stealing 
or destroying the 
eggs by any foul 
means available. 


Your objective is to try and brood, hatch out and rear as many little Beakys as 
possible through 12 different screens of formidable but delightful arcade action. 


FANTASY SOFTWARE is available from W.H.SMITHS, JOHN MENZIES,. BOOTS, WOOLWORTHS, 
LASKYS, GREENS, RUMBELLOM/'S, SPECTRUM GROUP and all other good software retalilers. 
Beaky and the Eggsnatchers is available for 48K Spectrum and Commodore 64 at £6.50 on cassette 
or on disk for the Commodore 64 at £9,50 from 
FANTASY SOFTWARE, FAUCONBERO LODGE, 274 5T GEORGES ROAD, CHELTENHAM, GLOS GL50 307 
despatched by return first class post together with free membership of the Fantasy Micro Club. 

Trade Enquiries welcome — telephone 0242-583661. 












Jar 
CONQUEST 
Producer: Cheetah Soft 
Memory required: 48K 
Retail price: £6.95 
Language: BASIC 
Author: Douglas 
Nightingale 












Mediterranean Europe is di- 
vided into grid squares. Your 
aim as emperor is to gain 100 


squares of territo e quickly as 
possible in graphics 
strat pá Ê 


Bay 
You'll have to contend with 
'barbarian counter-afiacks on 
vour flanks, random plague 
- altacks which may wipe out one 
or more of your legions, and the 
possibility of civil war. 
Conquest is for one player, 
and the game takes place over 
a map of Europe and half of 
Russia. The casseite comes 
with instructions on screen on 
pne side and the game on the 
other. The known world is di- 
vided into 600 terrtories, or 
squares, which include sea. 
Movement onto land is permit- 
ted, but not onto sea squares. 
The starts by choosing a 
location for the capital city, 
which can support only one le- 

+ commanded by the 
emperor and coloured purple. 
As this legion moves it colours 
the territory occupied red. For 
every five squares captured, 
you are awarded another le- 
gion, commanded by a general, 
and these captured territories 
are coloured black. |f territory (5 
lost, so may the legions be, as 
there may not be enough taxes 
to support them. The legions 


at a time, controlled by the cur- 
sors. The emperor's legion has 
unlimited movement within the 
empire but also makes a single 

uare ture Fr 
Tiete [E ssa of 16 le- 

jons available. Attacks by 
| Darbartana on an unprotected 
flank may wipe out a captured 
territory. Such attacks occur 
more frequently as the game 


culty, each adding more playing 


“in bafile, the legions receive 
combat records indicating their 
chances of successful con- 

st, the emperor may also be 
killed, in which case a general 
will declare himself and civil war 
may break out. In between 
moves the ie a takes ac- 
tion like outbreaks of plage and 
deciding whether legions be- 
come disloyal. 


Lew) 


are allowed to move one square | 


Move. 


di mg are five levels of diffi- 


factors such as generals falling | 





The Conquest ol Europe is about o finish — 1 years ol stroggle for a few red squares. 


CRITICISM 


O This tactical game set in 
Europe ages ago is fairty typical 
of the strategy layout and in its 
aims. H's also fairly “typical in 
the sense that it isnt exactly 
very exciting (remember the 
one about watching paint 
drying?). The best part of the 
game is the map of Europe, 
which is very well drawn. My 
recommendation would be to 
avoid it like the plague, espe- 


cially at £7. Cheetah Softs | 


catchphrase is, Soft we're not. 


| Well perhaps they should real 
| ise that the average Spectrum 


omner isn't either 


O “After reading ihrough 48K of 
instructions | felt Ineeded a rest, 
ft took four or five months for the 
game io load and then a key 
E appeared on the screen 
was asked whelher | 
would like a printout — for the 
cursor contro! keys? As sug 
gesteo, | selected skill level one 


to get used to the rules of the | À 


game and my legions expanded 
across the continent rapidly. 
Only it's rather boring, 
legion squares and watching 
things tum red, and wa for 
the slow response time of the 
computer as it wipes you out 
with the and barbarians. 
Feeling bored, | broke into the 
program and went onto skill 


level five leaving my original 


conquests from level one intact. 


Despite the higher skill levelits | 


still boring due to the fact that 
the piague can take about half a 
minute to spread. One of the 
more boring strategy games 
ve encountereo, and in my 
opinion, a nip-off at E 7. 


O The lengthy on-screen in- 
siructions in Conquest manage 
to make the game sound in- 
volved and excitina, although 





why most of these couldn i have 


| been printed on the inlay, | don't 


know. Not everyone has a prin- 
ter. But the game itself is slow 
and tedious to play. The map is 
very good but watching squares 
lashing on and off on it isnt so 
good. There are strategical ele- 


ments. contained in it to liven 
things up, but the more that's 
' happening, the siower every- 
thing goes. This simply isn't the 
kind of programming 


that 


Sol 
Skill deli 5 


should be on sale today at this 
sort of price. In allhonesty its no 
better than any Mastertronic 
game at three times the price, 
and some Mastertronic games | 
are better. 
























COMMENTS 


Control keys: cursors, plus 
three command keys 
Joystick: Cursor type 
Keyboard play: key layout is 
hardly important but responses 
are very slow 

Use of colour: very simple 
Graphics; good map, but rest 


General rating: a poor 
program and a slow game 
whichis over-priced. 


Use of computer 42% 
Graphics 35% 
Playability 18% 
Getting started 20% 
Addictive qualities 13% 
Value for money 15% 
Overall 24% 





moving | EE 


TANK TRAX 


Producer: Mastertronics 
Memory required: 48K 
Retail price: £ 1.99 
Language: BASIC with 


| machine code 


Enter the explosive battlefields 
of the Second World War and 
engage in combat with the col- 


| umns of enemy tanks, itsays on 


| wind variation, playing by day or 
| night and pla o in foothilis or 


' between you, 
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the inlay. First thing to note 
here, is the use of the plural in 
tanks, actually there's one tank. 
to battle with. Well, there's two If 
play this game as it should 
= im two, |t doesn't state on 
the cover that it is only a two 
player game, although that 
doesn't prevent you playing 
against yourself. | 
The option menu allows for 





mountains. Playing at night 
means that the two tanks are 
invisible except when a shell 
explodes nearby. In the foothills 
one tank is usually lower down a 
hiliside with a low rise between it 
and the other tank. In the moun- 
tains there is a giant molehill | 











| predetermination is needed to 


dean mcema n 
] 


TS] A [A pla 
REG EAD AS 
ET o qe ad aço k 
EN aj Dt Li atra E 


lreir job. 


Each player has an inclina- 
uon and a velocity counter, The 
object is to get the trajectory and 
force of shot correct to blow up 
your opponents tank. Shots 
which hit the mountains blow 
chunks out of them. The wind 
feature allows you to have the 
wind blowing at steady velocity 
in one direction or to change 
direction and force randomiy. 
The trajectory of shots is 
affected by the wind. 





CRITICISM 


O Tank Trax has not got the 
greatest graphics ever seen etc, 
but it does have a certain de- 
gree of strategy and mild addic- 
tivity. | thought it was slightly 
above average because of its 


- addictivity and playability. Ofthe 


graphics, you can say that they 
do their job.' 


O This is ore of the better 


| games from Mastertronic and is 


quite playable. A fair amount of 


judge what angle of elevation 
and what velocity wil be 
needed io blow the enemy's 
tank to pieces. Colour and 
sound have been quite well 
used. In all, quite plavable and 
an average sor ol game.' 


O Tank Traxis not designed to 
keep you on the edge of your 
seat despite its active looking 
cover. Its reasonably amusing 
for a few minutes if you are 
playing against yourself, as the 
computer takes no part in this 
game, The graphics are very 
simple, although the tanks are 
quite nicely drawn and itis a 
very static type of game, which 
together with the simple 
graphics tends to make it te- 
dious after a short while. | 
wouldn't consider this one worth | 
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Fighting your way over the mountains in Tank Traz - you can say ot lhe graphies, that they do 





its low price, although É might 
be suitable for very young 
players. 


COMMENTS 


Control keys: 6/7 elevate up/ 

down and decrease'increase 

velocity with key 1 to set 

positions, 2 to fire 

Joystick: hardly necessary 

Keyboard play: fairly slow 

Use of colour: limited 

Graphics: average 

Sound: poor 

Skill levels: 1 

Originality: there have been 

better games on the theme than 
is 

General rating: a very simple 


game, with limited appeal and 
some mild' addictivity. 


Use of computer 

Graphics 44% 

Playability 47% 

Getting started 3990 

Addictive qualities 52% 

Value for money 20% 
' Overall 51% 





 SPECTIPEDE 


Producer: Mastertronics 
Memory required: 16K 
Retail price: £1.99 
Language: machine code 


There's Iitile to surprise in this 


| game — the name says it all. 


Spectipede offers the full scope 
of the arcade original with cen- 
tipedes, spiders, fleas, scor- 
pions, mushrooms and poiso- 
nous mushrooms. On higher 
levels there are two centipedes 
to contend with. The players 
may move the fining base up- 








60% | 


wards for the traditional four 
squares to avoid segments of 
pede which make it to the bot- 
tom. Segments will also fall 


straight to the bottom if they | 


pass over a  poisonous 


R | Mushroom. Spectipede may be 


played by 1 or2 players. 
CRITICISM 


O'lts odd to see that the 
cheapest Centipede type 
game available for the Spee- 
trum is also the best of all those 
around, Graphics are excellent, 
tru to the onginal arcade ver- 
sion, they are clear, very de- 
talled, well animated and have 
excellent use of colour. The 
keys are well positioned and 


| movement is responsive and 


fast. This is clearly a well 
thought out game with good 
demo, instructions and sound, 
It's worth every penny of £1.99 
— à Mastertronic winner. 


O There are so many versions 
of the venerable creepie about 


Em EN 


Atast'Centipade” with good graphics from Mastertronic. 


that it's hard to see why anyone 
should want to put out any 
more. However, this is the 
cheapest arouna, and its cer- 


tainty up with the best and most | 


expensive. It has all the proper 
details and fast moving 
graphics. The scorpion even 
flashes different colours — not 
much seen on the Spectrum. As 
io the game itself, well when it's 
well done, as here, Centipede' 
games are still a good, fast and 
ennervating shoot em up worth 
anyone's half hour between 
times. 


O A good 'Centipede' can be 
very addictive to play, and Mas- 
tertronics have a very good ver- 
sion here. The only thing is that 
the game is so old hat now, | 
wonder whether anyone's that 
interested any more? But ff you 
are, then ai its price, this is 
certainly the one to buy, For 
once, a low price provides a 
good version, but | think the 





* ers magazine, and this program | 






price also reflects the age of the 
game itself. 















COMMENTS 


Control keys: CAPS/Z left/ 
night, K'M up/down, É to fire; or 
cursor keys and O or 9to fire 
doystick: Mikrogen, 

Kempston, Cursor type 
Keyboard play: sensible keys 
and responsive 

Use of colour: very good 
Graphics: small, one-character 
size, but detailed and fast 
Sound: very good, continuous 
Skill levels: progressive 
difficulty 

Lives: 3 

General rating: we suspect a 
re-release, butifyou haven't got 
a Centipede' type game in your | 
collection, well worth its price. 


Use of computer 75% 
Graphics 65% | 


Playability | 78% 










55% 


Getting started 

Addictive qualities 75% 
Value for money 82% 
Overall 72% 
ESSES ES essa TS ==20 À 





MICRO 
OLYMPICS 


Producer: Database 
Publications 

Memory required: 48K 
Retail price: 

Language: machine code 


Database are the publishers of 
Micro User, the BBC Micro us- 


5 a successful translation from 
their Beeb version, and their 









he first excursion into Spectrum 


lermitory. Olympics year seems 
lo have resulted in a welter of 
track sporting simulations of the 


mata put the Piman through the 
wringer. There's  Siickman 
cs from Avalon and 
Alhlete by Buffer Micro. All of 
them have been aiming at the 
pular arcade version which 
as the player thumping hell out 
of the machine (usually crack- 
“Ing the front glass in frustration 
alter losing!), but this is the one 
that really maiches up, and de- 
serves a good placing beside 
Psion's Maich Point. 

There are eleven events to 
be entered into from the main 
menu, five of which come under 
one k press for ruming 
| events. These include the 100, 

200, 400, BD0 and 1,500 
metres. The three throwing 
events are Javelin, Discus and 
Hammer; and then there's the 
long and high jump and the pole 
vaul. In each event you can 
compare your result with cur- 
rent world records. 

Each event takes place 
against the computer with the 
computer (ME) going first and 
| you (YOU) ing second, 

although in the running events 
vou compete simultaneously of 
course. Most events require the 
Use of three keys, all of which 
can be user-defined at the start 
of each event. Running is 
accomplished, as in the arcade 
version, by hitting a left and right 
key as fast as possible. There is 
a book on Spectrum program- 
ming written specially for very 
young children which in its first 
chapter tells the child how to 
lake care of the computer, 

inting out that thumping the 

s, the way those silhy games 
players do, is bound to ruin 
“Spectrum”. Needless to say, 
Micro Olympics is Database's 
 Subversive way of attempting to 
destroy everyone's Spectrum 
so you'll go out and buy a Beeb 
next time around! 


CRITICISM 


O This is the best of the athletic 
Iype games | have seen. It's got 
mere realism than the rest and 
| 15 generally more fun. But | 

would like to point out that the 
| Sinclair ZX Spectrum keyboard 
was not designed for rapid fin- 
ger movements. Therefore | 
suggest that a joystick should 
be used — no option however, 
so the joystick interface must be 
programmable and preferably 
one with two independent fire 
buttons as these would be bet- 
ter than actually thrashing the 


interactive sort, CARL did an | 
“Olympics program, even Auto- | | 
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Getting the pole position correct for the vault 


joystick to death! Another point 
is thai in true sporting style you 
must finish any event you start, 
This resulted in a lengthy key 
bash for the 1500 metres. 
Generally a good game but not 
designed for keyboard play.' 

O This game is an adaptation 
of Track & Field, the well-known 
arcade game, the one where 
you must push and pull the 
joystick as hard as you can. Not 
surprisingly, these machines | 
have a short existence! | found 
a joystick a lot easier to use with 
the definable keys (mine was 
set to Protek protocol). You 
really do have to move the 
joystick fast to gel your man 
moving well — don't go in for the 
1500 metres — you've been 


wamed! The graphics are good | 


and work well in most cases. 
The sound is good, with the 
crowd cheering even afler a 
no-throw. | was a bit dis- 
appointed there was no iwo- 
player option, but a nice feature 
is when you throw the hammer 
or discus and release it at the 
wrong moment — the screen 
goes blank and cracked in the 
middle and says your picture 
will be refumed as soon as 
O 'So far none of the Olympics 
me brought out for the 
spectrum have been really 
worthwhile playing and were 
not very interactive with the 
player. But this version, ve 

similar to Track & Field, should 
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provide amusement for quite a 
while. The only reason for giving 
up might be a tired keyboard or 
wrist. Graphics are very well 
animated and colourd, general 
colour and sound has been put 
to good use. Your computer 
opponent is pretty good, but he 
can be beaten. 


COMMENTS 


' Control keys: user-definable 
Joystick: no option but most 
key mapped protocols can be 
used via UDK 
Keyboard play: responsive if 
not violent 
Use of colour: very good 
Graphics: large and very well 
animated characters with 
multiple colouring used 
Sound: not much, butthe 
a ec works very well, 
although chopped off at the end 
like some Monty Python effect! 
Skillleveis; 1 

| Screens: 7 
Originality: a good version of 
the arcade game 
General rating: very good, 
amusing, rather more than 
completely addictive and 
certainhy playable. 


Use of computer 
Graphics 
Playability 

Getting started 
Addictive qualities 
Value for money 75% 
Overall 77% 
TT SS ss 
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In an exciting departure from his previous 
Steve Turner has tumed his back 


O 


and plunged back intimeto the 


games, programmer 
temporarily on the evil Seiddab 
PERSA ESET ER ER ERE 


and magic, an age ofunreason. CRASH takes alookatthisnew 


adventure which will appealto arcade and 


Come with us now and immerse yourselfin Hewson 


Consultants"... 


The purpose of this piece is not to review 
The Legend of Avalon, the new arcade/ 
adventure style game from Hewson 
Consultants, but to PREview it At the 
ume of writing the game is almost com- 
plete. 

Steve Tumer is well known for his 3D 
games which from the Seiddab Frilogy, 
space arcade action games. but he has 
felt the need to write a game along 
different lines and the result of several 
months work is The Legend of Avalon, 
The game is an adventure played in án 
arcade manner, tis much more ot a true 
ativenture than, say, Mtic Atac. in lhe 
sense that objects and their usefulness 
must be lhoroughiy investigated. gradual- 
iy allowing the player a greater control 
over the playing environment. Some 
arcade skills are required to guide your 
Character around the enormous maze- 
like complex of rooms and dungeonis and 
avoid the evil spirits which will besei vou 
during the game. 
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THE SCENARIO 


The year is 408 AD. The crumbling 
empire of Rome is giving way before the 
onslaught of barbarian nations. Most of 
lhe Roman legions have left Britain in 
support of Constantine Ill, their self- 
prociaimed emperor. The 'moderm age of 
reason is over — the Dark Ages are 
setting in for a long night. Maroc the 
Mage is a lore seeker. He travels. gather- 
ing knowledge of the old ways, and is 
igamed in the subtle arts of herbs and 
healing. One night while orating one of his 
collected rhymes, 'The Legend of Ava- 
ion, an old woman thróws back her head 
and foretells a new age of chaos. The air 
Chiis as she speaks of the dreaded Lord 
of Chaos, once again igading the Wild 
Hunt across the night sky, Stealing the 
corpses of the dead. She points to Maroc 
and tells him to go to the Isle of Glass. 
Taking him aside, she gives him an old 
oax staff with an iron head bound to one 
ena, and two old maps. 'There is Avalon! 


adventure players alike. 


she cries as she laughingly leaves, point. 
ing to a hill rising in the distance. 

The fearful vilagers guide Maroc to the 
istand by way of a causeway. Lis mid- 
might. Maroc is abandoned in the dark 
ness whilst his guides scurry away. He 
sits down and recalis the night's events 
He doesn't have long to wail... 


INSIDE AVALON 

The game commences with Maroc. aban- 
doned outside the dreaded castle and 
dungeon complex. A spell descends 
upon him and projects his astral presence 
win the castle. is as an astral projec- 
ton that you play the part of Maroc, 
Because he is in any real sense insub- 
stantial, Maroc cannot move or carry or 
do anyihing. There are, however, many 
spelis to be discovered which will allow 
Maroc to do many things. The two mos! 
important are the Move and Servant 
spelis and these are thoug htfully provided 





almost immediately. In fact the rod which 
ne old woman gave to Maroc is the 
movement spell and it appears as col 
lected in the spell scroll below the playing 
area. The servant spell is found in an 
adiacent room and the two allow Maroc to 
continue with his quest to destroy the 
Lordof Chaos. 

The servant is a wraiih-like sprite who 
can move about and collect objects for 
Maroc, including other spells. Only one 
snell may be used at a time and is 
selected or terminated by the fire button. 
For those who may be worred about their 
arcade skill, The Legend of Avalon Is all 
joystick driven. Pressing fire selects the 
spell scroll and using the joystick the 
collected spells listed may be scrolled for 
selection. Pressing fire again activates 
the spell. If Maroc has selected the move 
ment spell then the astral projection may 
move around, opening doors and collect- 
ng some thinos. If the servant spell is 
activated than Maroc remains statonary 
and the joystick controls the servant to do 
his bidding. 

Objects with a useful value may be 
collected by the servant and placed in the 
sack Maroc carries on his back, but onty 
four objects may be carried at once, 

Avalon consists of some 220 locations 
on eight levels. These are the Gate 
House level which once contained Dar- 
racks and qguardrooms, Caverns Ol 
Doom: Mines of Despair, caves cut into 
an iron loade and once the source Of 
material for the forges of the Lord of 
Chaos; Great Halls of the Deep, once the 
wing quarters of the armies; Goblin War- 
ren; Labyrinth — only wraiths occupy the 
lower levels; Catacombs of the Undeao; 
and finally the place where the Lord of 
Chaos hides himself. 


ACTING OUT THE LEGEND 
The visual display, as the screen photos 
show, is in 3D, so positioning of Maroc or 
ne servant 15 all important, especially 
when opening doors in a hurry. The 
various levels combine rooms with one Or 
more doors, caverns and tunneis which 
are inhabited by spiders and bats. Con- 
tact with the tunnel walls will decrease 
Maroc's psychic energy, denoted in lhe 
spell scroll as a dragon s tongue of flame. 
There is a spell available to replenish it 
soaringly. During play there are various 
situations which decrease the level of 
psychic energy. 

Throughout the complex there are min- 
ions 01 chaos that may be found lurking 
within the rooms and caves. Two types of 


goblin warrior, one with sword and 
another that fires arows, a wraith with 
skeletal frame, the quardian of chaos, 
also warloócks and wizards. If Maroc en- 
counters one of these crealures, they will 
move to attack his astral projection ana 
alter a short fight, drain itofenergy. When 
this happens the old oak rod retums 
Maroc to the start location for another try, 
Here, Steve Tumer has introduced a 
novel approach to the adventure, Instead 
of starting a new life with the game reset, 
Maroc sets out with the situation in Avalon 
as he left it last time. In other words the 
player faces the situation complete with 
the effects of his previous existentes 
there. 

The Legend ot Avalon presents a new 
departure for Steve Turner. but more than 
that il is a new departure in the Spectrum 
game, a real blênd of adventure and 
arcade. Steve has already said thal he 
might return to the alien Seiddab again, 
but using this type of game format, in 
which case we may vet get to see whai 
the awtul Seidabb actually look like inside 
their creeping, crawling and flying 
machines. | cant wait! 


AI! intormatlon |s correct at time of going to 
press, but the game is still In completion stage 
and there may be changes made which alter 
some details contained In this article. 


Avaluabie insight to a programmer's thinking: an earty 


sketch showing the various monsters that inhabil Avalon. 
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From the earliest days of the Spectrum, the name 
of M. C. Lothlorien has been synonymous with 
computer war games. Two of their titles. Johnny 
Reb and Redweed, are still firm favourites when ft 
comes to voting on the CRASH HOTLINE. But 
M. CG. Lothlorien's history goes back further than 
the Spectrum, right back in fact to the misty days of 
the ZX81. 

CRASH took a trip north to meet the people 
behind the software house with the intriguing 
name... 
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THE DISH- 
WASHER IS 
LAUNCHED 


For a company that has un- 
leashed the fury of Greek, 
Roman and Japanese wars on 
us, beset us with American 
struggles for supremacy, and 
swamped us in red Martian 
vegetation, MC. Lothlorien 
Operates from a curiously se- 
date street in Poynion, verging 
on Stockport, not quite Man- 
Chester. The day of our visitwas 
stunningly hot and sunny unti 
we reached the outskiris of 
Manchester when, of course, it 
began to rain. It was the day 
before Imagine collapsed — por- 
tentous weather perhaps. But 
Lothlorien should be used to 













porents since their earlier 
games were enirenched in a 
period of history well used to 
reading auguries and divining 
the meaning behind omens,. 

Às É to underline this point, 
the first object to cateh the visi- 
tor's eye in the outer officas is 
the large bronze Grecian war- 
ror's helmet — the living flesh, 
so to speak, behind Lothlorien's 
well-known logo. 

Wrois M. C. Lothlorien and 
why the unusual name are two 
questions wilh one long 
answer. There are three par- 
ners, Mike Cohen, Roger Lees 
and Geoff Street. Geofl is a 
relative newcomer but he has 
known the others from when 
they were all at school together, 
Both Mike and Roger came to 
lhe software field from a back- 
ground of finance and Mike has 
some Ra experience, being a 
student barrister. For Mike lhe 
rot set in around Christmas 
1981 when his wife bought him 


e 


a ZXBi computer. At least, 
thats Mike's ape é Roger Lees 
tells it slighthy diferentiy: Mike 
bought the computer as his 
wile's present to him for Christ- 
mas. The truth is lost to history, 
as was Mike. History was and 
remains a major passion as it 
does for Roger. War games is 
another. The computer seemed 
io ofler wondertul opportunities 
lor developing war games and 
Mike set himself to learn BASIC 
programming, and the first re- 
sultwas Tyrant of Athens. 

“Lots of people who locked at 
the result thought it was pretty 
good," says Mike. “They said | 
am to try and sell the game.” 

he obvious choice of action 
was to take out a small adveri 
for mail order and almost 
immediately an argument 
sprang up between Mike and 
his wife, who thought £95 for a 
quater page in “Your Computer 
would be throwing money 
away. Geoff Street, who joined 
the team long after the incident 
smiles as Roger recalls the bat- 
ie. The game bacame known 
as Uishwasher because it was 
dangled as a bribe: 'Ifit makes 
any money Vl buy you a dis- 


Roger Lees, Geoff Street ton phone) and Mike Cohen 








hwasher out of the profits'. 
Mike won the argument. “We 
expected 20 reples,” Mike 
goes on, “which would have 
covered the cost of the ad. We 
got 200 replies within two 
weeks!” 


Fired with enthusiasm, Roger 
bought himself a ZX81 as well 
and began work on Samurai 
Warrior and WHarora. They 
started placing quater pages 
together in several magazines 
and business expanded. Of 
course it was just a sideline, 
almost a hobby, and at the time 
Mike Cohen was trading under 
the name of M, C, Associates 
Trading while Roger Lees was 
using a long-established family 
trading name — Lothiorien Trad- 
ing. Later, when the Spectrum 
amived, they realised that pro- 
ducing games was a full-time 
Decupation and thus M, C. Loth- 
lorien was formed between 
them. 

As Lothlorien expanded it be- 
came clear that they needed 
someone else and last summer 
Geoff Street pe the part- 
nership. Geofl has considerable 
programming experience hav- 
ing worked for some years pre- 
viously in the commercial field 
as a jel-setting trouble-shooter 
for banking interests around the 
world, flying to exotic locations 
like Hong Kong and the States 
bug shooting. 
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When the Spectrum opened 
up the home computer market 
in a big way, Lothlorien transter- 
red the war games to the new 
machine and added Johnny 
Heb'to the Spectrum catalogue. 
This strategy war game based 
on events in the American Civil 
War has proved enduringly 
popular, although by the stan- 
dards of later games like the 
Controntation series of scenar- 
los, it is very simple. 

Talking about Johnny Reb 
brought up the subject of re- 


views for their games. We men- 
toned that Lothloren war 


Simon Cobb and Steve Hughes 
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games hadn't on the whole re- 
ceived very kindly reviews from 
CRASH, largely due to a lack of 
reviewers sympathetic to the 
type. Roger says, “There is a 
problem. Generally the maga- 
Zines aren t into war games and 
wé do expect mixed reviews, 
who doesn't? But we see g00d 
and bad ones, and those where 
the reviewer clearly didn't 
understand the game at all. We 
never write in to comment on 
reviews though.” 

We did remark that despite 
less than enthusiastic reviews 
in CRASH, the Lothlorien war 


| games tend to sell consistently 


well on mail order. “Well | think 
that's true," says Geoff. “Retail- 
ers find that they have a sales 
explosion on a new game but if 
they haver't got rid of it within a 
month theyre stuck with the 
stock. But that isn't the case 
with ours — the war games that 
I5 — and they say they can sell 
them for much, much longer.” 
Tackled on the fact that the 
type and presentation of the 
graphics used in war games 
might put off gamers used to 
arcade-siyle graphics, Mike 
says, Maybe we let ourselves 
down over the presentation of 
games, preferring to let the 
game idea sell itself. Now we 
want to concentrate more on 
presentation and execution. 
We're very conscious of the 
need to improve on that side of 
things and we're also in a posi- 


ton to dictate the state of the art 
in Our own area.” 
r lLees adds, “As 


machines get Digger, we be- 
lieve it is absolutely essential 
that the game element is de- 
veloped. If you pirch too much 
for graphics you can spoil the 





game, and you also have to 
make sure that the graphics 
dont get in the way of playing 


ni pode 

Mike's feelings about Lothlo- 
rien's ERRA to dictate the 
state of the art in war games is 
echoed by a young programmer 
who works with them, Steve 
Hughes. He also thinks they 
need to improve the look of the 
games, and is currently working 
on one for ihe C64, a game 
which he describes loosely as, 
“Sophisticated like a Lothlorien 
war game but with a raised 
visual standard.” 


Steve Hughes 


ACTION- 
MASTER 


With M. C. Lothlorien estab- 
lished as a ful-time worki 
software house, games start 
coming in for consideration from 
hopeful programmers. “We get 
good and bad stuff through the 
door,” says Roger, “but we 
haven't always got the time to 
check it out! lts easier with 
arcade games. Alter twenty mi- 
nutes Or so, you know whether 
you like it ornot. Not so with war 
games and adveniures (very 
much the problem reviewers 
have). Sometimes we have to 
make a favourable response to 
the author before it's all properly 
played through.” 

In addition to the range of war 
games, Lothiorien have added 
adventures and arcade games. 
The first two arcade games 
were Bediam and Bestlemania 
by Steve Hughes. Originally 
these were marketed by 
Steve's own firm A.W.A. Steve, 
who is 24, ran the company with 
a partner, an airline pilot, who 
has now retired from the soft- 
ware business. In addition to the 
two games they marketed 
Orion, a monitoriassembler for 
the Oric computer, At the time 


Lothlorien were doing some 
Úric versions and wanted Orion 
so they went to visit AW.A. in 
their Manchester offices, Steve 
says that things were not going 
too well with AW.A. but Mike 
Cohen and Roger Lees were 
impressed by the arcade 
games. A deal was struck and 
Lothiorien repackaged Bedlam 
and Beellemania and released 
them under their new Action- 
master banner. ; 

“IT was very chuffed with the 
games at the time,” says Steve. 
“But they're very dated now. 
Jetpac came out at the same 





time as Beellemania and put a 
se to that sort of game.” 

teve Hughes is not a full- 
time employee, preferring to re- 
main freelance, but everything 
he writes is marketed by Lothlo- 
nen and he spends a lot of time 
in their offices working. The 
latest release is Chock a Block 
Charlie for the C64. “| don't 
have a favourite computer. [like 
chopping and changing be- 
tween the Spectrum and the 
C64." At24 is he over the hill as 
a programmer of games? “No!” 
he replies, shocked at the ques- 
ton. Has he any programmer 
heroes? “There's so many 
good programmers around now 
— hard to choose one. Don 
Priestly perhaps (Maziacs) - 
and he's in his forties!” 

Steve blames Sir Clive Sinc- 
lair for his introduction to com- 
puters (who doesn't!) and prog- 
ramming. He won a competition 
in the Manchester Evening 
News sponsored by Sir Clive. 
The first prize was a ZX81. “So 
the rot set in and the eyesight's 
rd worse, he says cheer- 


Unlike Steve, Simon Cobb is 
a full-time Lothlorien employees. 
17-year-old Simon was re- 
sponsible for Grid Patrol, the 
game that broke a CRASH joys- 
tick! The first version of Gro 
Patrol he sent to Hewson Con- 








EE Em 


ido 





sutants and they renamed it 
Dielithium Lift. “| wrote a 
second, more complicated ver- 
sion of it but they said itwas too 
similar to Lithium Lift, 
However, Lothloren were in- 
terested. Luckily they wanted to 
expand their in-house program- 
ming and they offered me a job. 
|iook it!” - 
Betore Grid Patrol, Simon 
had writen a game for the 
Aquarius called Astranoids. “| 
had a friend who worked on the 
Aquarius for CCI. and | got 
mixed up in it. The game wasn't 
much good but | wrote another 
one for the Spectrum. Alter 
months, C.C.1. paid me £ 100 for 
it but il wouldn't work on series 
3 Specirums. | made some cor- 
rectons and sent it back but it 
never got released anyway. 
Simon is now at work on a 
new arcade shoot em up pro- 
visionally tiled Lifeline. Simon 
showed us some screens of 
what looked like a hard and 
graphically attractive game. kt 
nas three phases wilh 14 
screens in all. No release date 


vel, 
Simon Cobb 


AFTER THE 
BRIDGE- 
HEAD 


M. CG. Lothionien are in the 
midst of expansion plans. In- 
cluding the three partners, there 
are now ten people working 
together in offices bursting at 
the seems. More space is avail- 
able to them soon and they 
can't wait to get into to. Even as 
we were taking photographs 
another young hopeful prog- 
rammer arrived for an interview 
with Geoff. 

Mike Cohen says, “Were 
planning to release three new 
titles each month for eight 
months ofthe year, plus transla- 
tions of existig games to other 
machines.” 

On the list is Redcoat, a war 
game set during the American 
War of Independence. De- 
scribed as a cross betwen 
Johnny Reb and Controntation, 


it will accommodate different 
scenarios like the later game 
but is designed to be much 
simpler in concept and playabil- 
ty like the former. 

Another new game is Mas- 
ters of Serebal (its working title) 
from the same author as Spe- 
cial Operations, a strategy 
adventure role playing game 
with arcade elements. There is 
also an interesting project, two 
separate games based on the 
Batile of the Bulge. Written by 
two different authors, the 
games look at the batile from 
both points of view, German 
and Allied. “We're looking at 
how to present them both, 
says Roger. 

On top of that there is a naval 
Greek war game, a strategy 
simulation. They are looking for 
a name although the game is 
described as being similar to the 
wel-known | board game 
Trireme. Allthese games will be 

raphical and incorporate Loth- 
orien's new thinking on visual 
presentation. 


LOTHLORIEN 
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As we left Lothlorien to the 
rest of their busy day, the rain 
came down afresh and stayed 
with us all the way to the M6. As 
soon as the car tumed south the 
rain stopped and the sun came 
out. lt was Roger Lees who 
explained the phenomenon. 
“Everyone says it rains more in 
Manchester than anywhere 
else in England, but it isn't true. 
We get just the same amount of 
rain as anyone — it just does it 
more slowly and for much lon- 
ger in Manchester. 

Whatever the wealher, its 
doubtful the staff ot M. CG. Loth- 
lorien have much time to worry 
about it — they're too busy at the 
keyboards planning more wars. 
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GROUND ZERO 
INVASIONFORCE 
INV 


REFLECTIONS 
I'M IN SHOCK 

SANTA 

ROAD RACERS 

COSMIC DEBRIS 
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BYTEWELL 
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2h SIAR WARS 
GRID BUG 
GAMES PACK 1 
GAMES FACE 2 
GAMES PACK 3 
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FLUNDER 
SMUGGL ER 
GANGSTERS 
POLARIS 
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| PACIFIC WAR 
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£1 off any order worth more than £10 
only from the games listed below. 


£2 off any order worth more than £20 
only from the games listed below. 


Please use our normal mail order 
coupon and indicate with an S in top 
right corner that you want to profit 
from this SPECIAL DEAL. 





CDS MICRÓSTSTEMS E o WARS TE 5,95 
T DRIVER 
| GOBBLE A GHOST 16H 5.95 | DI-LITHIUM LIFT 1X 5:98 
CATERPILLAR 16E 5.95 3D SEIDDAR ATTACK EE 5,95 
3D PAINTEA E 5.95 3D LUNAPTAGE s8E 7.95 
om BOA E 5.95 Preá 48E 5.95 
a GE 6! TASIA DIAM | 
SPRCem saza pod pede AMOND s8K 7,95 
16E 5.98 IMAG 
VINGED WARLORIS 15K ss spc 
IMERBOMA E 5,95 ARCADIA 15E E 
FRENCH 15 FUM 4BE 5,95 AH DIDINNS 16H aa 
GERMAN [5 PUR 4E 5.95 | SCRIZOIDS 16X 5.50 
MOLAR MAUL 15E 5,50 
CRI JUMPIRO JAÇE HE 5.50 
BLOCH ABK 5.50 
EARAÉS 16E 4,95 ZIP ZAP 4BK 5, 50 
ALTEM MAZE 16E 5,95 | SIONKERS 4BK 5,50 
CAVEMAN 16É 4.95 ALCHEMIST 4BE 5.50 
LUMAR RESCUE 16E 4.95 PEDRO 48E 5,50 
GALACTIC. PATROL TER 5,95 COSMIC CRUISER s8E 5,50 
STARGAZER SECRETS sBk 5,95 B. 0. BILL 4BE 5.50 
TESTMA TOR ABE 5.95 
| DERBY DAY 48E- 5,95. | VORILORLEN 
JACEPOT s8E 4,95 
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THE DUNGEON MASTER 48E 7.50 DREADHOUGETS 48H 5,95 
ROMMELS REVEN — 4BE 6.50 SPECIAL OPERATIÓNS aBE 5,95 
INVAS.OP THE BODTSN, 48K 6,50 REDLAM 16E 5,95 
THE ISLAND 48K 7,50 BEETLEMANIA 16K. 5,50 
EUGELAS TER 16E 7.50 MICROMCUSE 16E 5,95 
CTEER ZONE 4BE 7.50 
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e LORD HARRT/LADY E 
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ROBOT RIOT 

SAM SPADE 

PREEZ BEES 

BRAIN DAMAGE 

ARMAG REDES 
EXTERMINAPUR 
MISSION IMPOSSTRLE 
WORSE THINGS H,A.SEA 


SIMON W HESSEL 


INHERITANÇE 

GREAT BRITAIN LTD 
SINCLAIR 

HUNGRY HORACE 
HORACE & T.SFIDERS 


HORACE GOES SEIING 
FLIGHT SIMULATION 
TERED 


CHEQ FLAG 
MUSIC MASTER 
MAKE A CHIP 
CITRUS 15 CHESS 
SCRARBELE 


SOFTINARE PROJECTS 


MANTO MINER 
ORION 

THRUSTA 

PUSH QFF 
OMETRON 

KO RENSIE 
TRIBELE TROUBLE 
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All prices are às quoted under review 
headings and include VAT, Crash Micro 
Games Acrionmako no charge for postage 
and pacxaging. Customers In Europe 
should add S0p per item for post and 
packing. Queside Europe, please write first 
SO That we may advice On postage rates. 
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READ ABOUT 
THE SOFTWARE - | 
NOW PLAY IT! 


CRASH is the only magazine to offer you a direct link between reading about software and playing it! 

Forge S Of fruit Wunting in shops for that extra special game you read about and want — and want now. CRASH 
stars and planets (even the 8.15pm from Paddington) to get you-any of the brill (and even not-so-brill 

software from the big (and even not-so-big) software houses reviewed in these pages. Because CRASH believes that 

you reading about software is only second best to you cri dr the real thing - and forming your own opinion. Bazoola 

Software and meep software - don't just believe us — see! Order any games, adventures, utilities, simulations and 

educational software mentioned (and noi-so-mentioned) in CRASH with the order form later in this issue. 


CRASH - SPECTRUM SOFTWAFE 
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COSMIC EAME 
| Mai | dy | | l E . 41 +] 


GA, a multi-screen, amazing, arcade standard original action game. 
Featuring superbly animated graphics and packed full of arcade features. 

Help KANGA find his space ship so he can return home to his planet. 

Leap about buildings, trees, clouds etc., pick up bonuses and throw boxing 
gloves at the enemies. 


Keyboard or most joystick, 48K SPECTRUM & COMMODORE 64 | 
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Alter lastmonth's brain teaser, 
here's a much simpler quiz. 
Spot the Differences also seem 
very popular, but to make things 
a little harder this time, you have 
gotto spot the differences 
between two reversed 
pictures. They are identical 
(apartfrom the 12 differences!) 
butone is the mirror image of 


ANSWERS TO THE AD ASTRA 


COMPETITION IN THE JULY ISSUE 
. ToThe Stars 


Winners will be receiving their games from Gargoyle 
direet. A listof the 100 winners |s available on 
application to CRASH and willbe sent if we receive a 


=| Oo e 60 DO 


The motto belongs the the RLA.F. 
“ANE stunning graphics 

You get& lives 

Large planet(oid)s or astermas 
Thewords 'Ád Ásira appeared à times 


A Gargoyle is a piece 0! medieval statuary (B) 


stamped addressed envelope, 


the other (and that particular 
difterence DOES NOT 
COUNT!). Ring the differences 
onone of the drawings (or a 
photocopy if you prefer; and 
send sad o: THE CRASH 
QUIZ, PO BOX 10, LUDLOW, 
SHROPSHIRE 5SY8 1DB, to 
reach us no later than 27th 


September. 
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RESULTS OF THE JULY QUIZ 


In July we gave you a crossword and published the 
answers last month, so hare are the winners. Robert 
Leedham, Amersham, Bucks; Graham F. Cress- 
well, Rugby, Warwicks; and Christopher Thomas, 
Upton, Cheshire. They each receive £25 worth ol 
sotiware of lheir choice and a CRASH T-shirt The 
three runnmers up each get a T-shirt, and they are: 
Jerry Muir. Bolton, Lancs; R.M. Evans, Chappleton, 
Shetlheld, and Matthew Platis, Maimesbury, Wilts. 


STACK LIGHT RIFLE WINNEAS 

às promised, here are the five winners ofthe Stack 
Light Riite Competition in issue 5 (June): Alan 
Ireland, Cure, Midlothian; 8. Huckevale, Coventry: 


Paul Mogtord, Liandevaud, Gwent, Andrew 


Higginson, Isleworth, Middix; and A.E. Smith, 


ofthe te break. 


Formby, Merseyside. In alicáses there was no need 
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FOR THE ZX SPECTRUM 48K 
SINCLAIR, KEMPSTON 
AND CURSOR JOYSTICK 
COMPATIBLE 


Plaase sendme. ——eOpy'COpIESs NAME mm 
0! 3D TANKDUEL atf5.50 each (postand packing free) Address... 
Cheques'p.o. payabieto REALTIME SOFTWARE 


POSIcOdE ss PARE ARDE dp tratem ds JOG dr — 


REALTIME SOFTWARE, PROSPECT HOUSE. 32 SOVEREIGN STREET LEEDS LS14BJ 











The latest spate of joystick inter- 
faces has brought a multitude of 
different programming con- 
cepts on the market ranging 
from the software selectables to 
he personalised card systems. 
As the Sinclair owner is 
aware, the Spectrum does not 
provide a dedicated joystick 
port (rather odd for a games 
computer), and the add-on mar- 
ket has been quick to provide 
various solutións to the prob- 
lgm. Before ihis however, the 
sotiware houses have had to 
make do with the keyboard as a 
im ing ground. The multitude 
combinations used for 

ala and every game meant 
hai whoever would bring out a 
joystick which catered for all 
fhese games, would have to 
provide a system which used 
the input port address of the 
keyboard and could link any of 
the keyboard keys to any of the 
joystick controls. With five joys- 
tick controls and 40 keys this 
meant an astonishing amount 





of combinations and it is with no 
surprise that some manufactur- 
ers chose early on to create 
their own interface standard, 
leaving itto the software houses 
to develop compatible software. 

The earliest and most estab- 
lished is Kempston, using a 
different input port address to 
the keyboard (input address 
31). Fuller went along similar 
lines, but selected input por 
127. Where Kempston was 
accepted as the joystick stan- 
dard, the Fuller system suflered 
from the lack of support from 
most software houses (execpt 
imagine). 

AGF opted for part compati- 
bility by using the keyboard port 
address and linking the joystick 









controls to the cursor keys and 
O for fire button. This was met 
with success too, and the cursor 
key Joysticks (mostly AGF and 
Protek) developed into a stan- 
dard. 

Much of the software catered 
now for the Kempston and cur- 
sor Joysticks and the last thing 
needed was another standard. 
Prompty Sinclair launched the 
ZX Interface 2 which was to 
provide the Spectrum with two 
joystick ports and a games car- 
tndge interface to complete the 
arcade image of the computer. 
You quessed, a new Sinclair 
standard was created, with the 
joysticks operating of specific 
keys, one off the top right half- 
row, the other ofí the top left 
haltrow of the keyboard. 
Although technically a good 
idea (each joystick requiring 
only one keyboard address for 
fast machine code access), il 





nonetheless created a furiher 
comfusion on the market and the 
software houses had to provide 
a whole plethora ot compatibili- 
tes. In exasperaton, some 
programmers provided a sofl 
option by including a select 
your own keys routing within 
the program, À new interface 
was needed, which enabled all 
the games to be played with a 
joystick and which provided the 
user with a fast and easy proa- 
ramming system. 

Frel Limited purport to have 
found the ideal solution with 
their COMCON interface... 





THE HARDWARE 


The COMCON comes in a 
brightly coloured package and 
impresses by ils sheer size of 
t20mm width and 135mm 
depth with a sleek profile of 
19mm excluding the extension 
port chimney stack. 

Most of the top stack is taken 
up by a 4 x 10 matrix of two-pin 
connectors. This matrix repre- 
sents the Spectrum keyboard 
and is annotated accordingly 
with a white legend. 

Protruding at the rear are six 
two-core cables with Molex re- 
ceptacles which can be plugged 
into any of the 40 matrix posi- 
tons. These six cables repre- 
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sent the six joystick controls (4 
direction and two fire) and are 
annotated at the entry point of 
the cables to the enclosure. 

To the rear right is a 9-pin D 
connector plug, which will 
accept any Atari compatible 
joystick. 

A vertical extension port is 
provided at the front of the unit 
and is protected by a colar 
which blends in nicely with the 
opectrum's rear enclosure. This 
extension port provides the pos- 
sibility of connecting the Currah 
uSpeech unit or the Alphacom 
printer, both do not have exten- 
sion ports (the Alphacom only 
provides a ZXB1 extension 


port). | 
Overall the unit looks tidy and 
professional, the injection 
moulded enclosure being of 
good quality and the connectors 
rugged enough to survive any ill 
treatment from game addicts. 


OPERATION 





COMCON operates parallel to 
the keyboard using the same 
input port. Each joystick func- 
ton is represented by a cable 
which can be plugged into any 
key position of the matrix. So if 
the game requires key Q for up 
movement, the “up” function 
cable is plugged into the posi- 
ton marked Q. Simple! 
Naturally if the program ca- 
ters for diagonais, the joystick 
will automatically provide these 
as the diagonal movement of 
the joystick simply is the equiva- 
lent of pressing two keys simul- 
taneously on the keyboard. As 
the interiace operates on the 
same input port as the 
keyboard, there is no problem 
Of incompatibility as regards to 
Other peripherals. lt goes to say 
that joystick and keyboard can 
be operated together without 
any electrical collision and that 
therefore multikey games such 
as Flight Simulation etc can be 
enjoyed with the joystick and 
keyboard combined. 
COMCON also provides two 
independent fire or special func- 
tion actions (six cables). Frel Ltd 
market for this purpose a mod- 
fied Quickshot 2+2 joystick, 
which incorporates two inde- 
pendent trigger buttons on the 
grip (F1 = index finger operated 
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button, F2 = thumb operated 
button) at the expense of the 
very lite used Rapid Fire op- 
ton. Also available from Frelis a 
special Flightlink joystick with 
two independent fire buttons, 
which also makes full use of the 
fire actions on COMCON. The 
extra fire function proves to be 
very useful with arcade games 
(Cavem Fighler or Full Throtile 
Should prove its potential!) 

Any Atari compatible joystick 
can be connected to COMCON 
(Kempston, Quickshot 1, Sum- 
lock etc) althougit the second 
fire option will not be available. 

The review team of CRASH 
has been operating COMCON 
for over two months and has 
had no compatibility problems 
so far. The major benefit of the 
unit is its ease of programming, 
beating any other system for 
sheer simplicity and speed, The 
possibility of programming the 
joystick functions during loading 
Or even in the middle of play is 
invaluable. In fact most of the 
times the game is loaded first 
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and the programming is accom- 
plished after reading the operat- 
ing keys in the screen instruc- 
tions. 


COMCONCLUSION 


COMCON proves to be a per- 
fect solution to the problem of 
joystick incompatibility with the 
Spectrum. Any program can be 
catered for. At £19.95 the unit is 
very good value for money. The 
choice is left to the Spectrum 
owner, whether to go for a two 
or three standard interface such 
as the RAM Turbo or Kempston 
(catering for Sinclair, Kempston 
and Cursor) with the added 
bonus of the cariridge port, orto 
be truly independent from any 
standard and gain an extra fire 
function! 


EPILOG 


Frel has informed CRASH that 
the latest Cambridge Comput- 
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ing joysticks have a revised 
pinout on the D connector 
affecting the 2nd fire action. Frel 
provides the service of mod- 
ifying the COMCON interface to 
suit the Cambridge joystick 2nd 
fire function at a charge of 3 all 
inclusive. 

At the same time the com- 
pany offers to upgrade any 
Quickshot 2 joystick to the 
Quickshot 2+2 spec with two 
independent fire actions with 
the loss of Rapid Fire at a total 
cost of E4 all inclusive, 
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The LO=>PROFILE professional keyboard is the ultimate Featunng a full size space bar with dedicated numeric and 
upgrade for your Spectrum. By replacing its existing keyboard curser keypad the LO== PROFILE increases the number of 
with a lugh quality LO===PROFILE, you give this world- keys from 40 to 53. À combination of clearly labelled, 
beating computer the keyboard it deserves. sculptured and height-adjusted keys aids the advance to 

fault-free touch-typing. 

The LO=>PROFILE is a full size QWERTY keyboard with 
full-travel positive-action keys for super-fast entry of programs Advanced Memory Systems have established an excellent 
and data. Presented in an ultra-modem and robust enclosure, reputation for product reliability and prompt delivery. This 
the LO=>PROFLLE is elegantly styled and is inclined product has been tested to an impressive 20,000,000 
forwards for convenient operation. depressions per key and AMS offer a full one year quarantee, 


THE LO>>PROFILE PROFESSIONAL | | 
[FROM ADVANCED MEMORY SYSTEMS LIMI TED.| 


h tin your E RS ' computer board! into the | 

|| LO==PROFLE keyboard 15 easy. Al you need is a Ifnot available from one of our 200+ dealers then in n the | 

|' screwdriver to secure the board onto the base of the coupon and we will send you a LO>>PROFILE with our full | 

| keyboard enclosure using the mountings provided. The  no-quibble money-back guarantee. Or phone 0925 id 
SO PRE rp add-ons. - EG or Visa orders, 
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(Imagine) 
Zz0om is one of the games that 
was B.€. (Before CRASH). lt is 
exactly one year old now, and 
was the most wanted game of 
the August ZX Microfair last 
year. 


“zoom, being a fairy old 
game, has held its own In the 
market well, probably due to its 
good 3D graphics. They're 
pleasing and realistic, especial- 
ly the way that the clouds move 
at different speeds depending 
on how close or far away they 
are from the player's view. Ac- 
tion is compelling and com 
tinuous, if not even tining (its 
hard work flying). The enemy 
aircraft 'zz00m' very realistically 
towards you. Overall, ifs stood 
the test of lime very well and 
can still be recommended as a 
great air to airland and sea 
conflict. 

MU 


| remember Zzo0m being re- 
viewed well because of the 
graphics, which were some of 
the best looking 3D at the time. | 
particulary liked the screen lay- 
out and fresh use of colour. As 
is. a pretty fast game, the 
perodic 'brealhers between 
bouts of action are quite wel- 
come. Has it stood up well? 
Yes, Ithink so, because il is very 
playable and yet hard enough to 
be interesting and a challenge. 
ts one of those games that's 
certainly worth dusting off and 
putting on the computer again. 
With Imagine going down the 
pan, some of their games may 
enjoy a curiosity revival. 
LM 


(Matthew) lt never had 
CRASH ratings of course, but 
graphically its realism would still 
give ita fairiy high rating from 
me, say 72%. When you're 
playing nt vou want to keep on, 
soits fairiy addictive, but to want 
to come back to it another day — 
that might be a bit different. | 
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Games this month: 


ZZ00OM 
COOKIE 
ALCHEMIST 
ANDROID 2 


WHEELIE 

OMEGA RUN 
SCUBA DIVE 
FIGHTER PILOT 
HARRIER ATTACK 
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think [d give its addictive qual- 
ities about 69/70%. 

(Lloyd) I've enjoyed playing it 
again and against current com- 
petition | think I'd give it 75% for 
addictivity, and about the same 
for graphics. 


COOKIE | 
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Cookie, along with Tranz-Am, 
was the second batch of re- 
leases from Ultimate. Of the 
two, perhaps Tranz-Am was the 
more popular, possibly be- 
cause in some respects Cookie 
resembled Psst, and oddly Psst 
wasn't quite as popular as Jet- 
pac had been. 


This game was never really 
heavily pushed. Why? | dont 
know, because | think its a 
great game and probably the 
most difficult to master out of the 
entire Ultimate range. The 
graphics are well up to today's 








siandard and the game is very 
playable still, although some of 
às Original addictive qualities 
are let down due to its dramatic 
increase in difficulty with each 
Stage. Nevertheless, | would re- 
commend this game highly. 
Good value and plenty of uni- 
o touches. 


| liked Psst, in fact it was one 
Of my favourite games. Cookie | 
found much more difficult to 
master, and playing it again — 
nothing's changed! 
would agree that it is probably 
one of the most, df not the most, 
difficuh of Ultimate's games, 
and it has been grossly under- 
rated. To judge it by today's 
games is no problem, ft certainly 
equals anything available, The 
graphics are detailed, amusing 
and fast. The game content is 
very high, and | always admired 
the idea thatobjects first have to 
be “stunned' so that when hit for 


| think 1 


a second time they can be 
directed in the direction vou 
want. This makes 'zapping' into 
a quite complex art. Yes, [think 
Cookie would be a fine buy for 
anyone who hasn't already got 
it, and is wondering why all the 
recent releases have been bor- 
ing. Sometimes, it pays to look 
rj your shoulders! 


(Matthew) Cookie is a game 
that demands a lot of skill, tim- 
ing and patience, so I'd give if 
79% for playability today: it has 
a high level of addictivity if 
youve got the time and pati- 
ence! About 72%. The graphics 
are greal, very original and col- 
ourful, 'd give them 83%. 

(Lioyo) | would go higher on 


playability, the game is greatfun | 


to play, and | agree with the 


other ratings. | think if Cookie | 


were to come out now, this 
month, it would do very well on 
ratings overall. 
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cient arcade interest once com- 
pleted to keep you having 


ALCHEMIST 


(Imagine) 


in issue 2 we said that Alchem- 


ist was Imagine's first step into | 


the mist-shrouded world of ter- 
ror and mystery. Perhaps over- 
staling it somewhat! Alchemist, 
however, was Imagine's first 
aliempt at anything with adven- 
iure overtones in an otherwise 


| arcade style game. 


Alchemist does have some 
imaginative graphics, although | 
can tagree with the review, “ex- 
ceptional graphics... excellent 
graphics. They are quite old 
looking and dont move very 
easily about the screen. The 
keyboard layout is poor. Overall 
lhis game comes nowhere near 
Alic Atac, as mentioned in the 
original review. The castle 
which seemed massive on first 
paying has dwindied down to 
just a dozen separate rooms. | 
ey it was overrated. 
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| dont entirely agree about 
lhe graphics. They are quite 
onginal, certainly very detailed. 


lt they move awkwardly it is| 


more because of their size and 
the ineria which has been 
added, On the other hand | do 
think Alchemist lacks a lot in 
playability because of the con- 
tent, which isn't very high. It's an 
easily completed game and un- 


like Atic Atac doesn't have sufh-. 


another go. 
LM 
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Flapping in the Alchemist. 


(Matthew) The 80% for use 
of computer doesn't hold up as 
far as the keyboard play goes, 
and | wouldn't give it more than 
69% now. The graphics too, by 
today's standard, would have to 
come down, probably around 
the 72% mark. As to its addic- 
tive qualities, well the original 
83% 15 right out of the window! 
More like 60% for me. 

(Loyd) | wouldn't push the 
graphics down much at all, they 
still look fine to me. It got 90% 


for playability, well its fun to | 


start with but | think that's over 








Excellent fishy animation in Scuba Dive, 


SCUBA DIVE 
(Durrell) 


ocuba Dive certainly got a rave 
review from CRASH in issue 2 
(92% overall) and has re- 
mained a popular vote in the 
HOTLINE ever since. How does 


it fare now. 
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Soon after the arrival of Scu- 


'* ba Dive a few other companies 


followed suit and próduced 
underwater games. Scuba Dive 
is still the best one though. | 


the top. It seems to me, looking 
back on it, that Alchemist was 
among the first of a generation 
of games which tried to get 
definitely away from the shoot 
em up tradition, so perhaps its 
ratings were more appropriate 
then than they are now. Certain- 
ly ifs addictive qualities were 
rated far too high, | think around 
the 68% mark now. 





Zapping in the Alchemist. 
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mark. | agree on addictivi 
would keep the plavability figure | 








tend to agree with most of the 
review but the game does tend 
to get boring, tedious and un- 


addictive very soon — no lasting | 
appeal for me. Sound and a few | 


more danger scenes could 
have made this low content 
game better. However, | 
wouldn't tell anyone not to buy 
it, just that they might be a bit 


| disappointed after a while. | 


must say, that the animation 
and drawing of the sea crea- 
tures is very well done. 

MU 


| think | agree with Matthew 
about the content of Scuba 
Dive, not that its bad in itself, 
but that the implementation of 
the game makes for one that is 
lairiy slow alter a while. Scuba 
Dive's success lies more in the 
first lew plays where the 
graphics delight and the size of 
the underwater caverns prom- 
ses much fun. It isn't a game of 
skill in the sense of fast timing 
and firing accuracy, but swim- 
ming skills to take a time to 
master. Once that's achieved 
though, some of the fun does 
tag. On the whole | would say 
thatifwe were reviewing as new 
today, it would still get a very 
high rating from me, but less on 
the addietivity. 
LM 


(Matthew) | think 89% for use 
Of computer was a líttle high 
because controlling your man 
isntas positive as il could be, or 
as positive as many games 
since have shown can be the 
case. The fish etc, are very 
good, but the caves look a bit 
uninteresting and the diver is 
email and not as well done as 
the fish. | would say the 
graphics should be 74% now. | 
never found it great fun to play, 
just searching around for trea- 
sure, so ld give its addictive 
qualíties and playability about 
TOS. 


(Loyd) | wouldn't drop the 


graphics by anything like as | 


much, perhaps around the 85% 
but 


up more, say around 79%. | 
think it holds up pretty well, 
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HARRIER ATTACK 


(Durrell) 


Durrells Harrier Attack was à 
B.C. game. At the time of its 
release a number of magazine 
reviews commented on the tas- 
telessness of a game which 
sends Harriers into strafe and 
bomb an island town in the 
wake of the Falklands Conflict. 
Well, thats as may be, but it 
seems a rather pointless eritic- 
ism to level at a game which is 
firmby in the tradition of compu- 
ter games — knock hell out of the 
enemy! 


This game is fun to play. | 
have to say that this is the first 
time I've played it, so it really is 
like a new game review for me. | 


think the various skill levels play | 


a major role in its addictive 
qualities, Graphically it is quite 
primitive by today's smooth 
Standards, but by no means 
does this interfere with a greai 
game. Colour has been used 
realistically and wisely. | can't 
really fault it at all as a simple 
shoot em up except that | wish 
Durrell would update some of 
the graphic features, such as 
increasing the size of the play- 
ing characters, and perhaps 
adding a bil more sound. Over- 
o 4! has stood up very well. 





| remember first off being 
struck by the nice effect of the 
sun glinting on the waves of the 
sea and thinking that because 
of the more solid looking 
graphics it was more fun to play 
than say Penetrator, which ft 
resembles. But after a few plays 
| realised that there is less fun 
here than in Penetrator, which 
isntto say that Harrier Attack is 


boring, but | do think it lacks | 


content. Having taken off, 
bombed, landed, there isnt 
much more to do except im- 
prove the old hi-score, The 
game still looks quite good by 
today's standards although the 
landscape scrolling is a bitjerky. 
In its day, Harrier Attack was 
one of the new generation of 
somewhat better looking shoot 
em ups, and that was its 
strength. Spectrum program- 
ming has overtaken its look 
now. 

LM 


(Matthew) Although the con- 
trol keys are the cursors, you 
Only really need up and down 
tor the most part, and they are 
responsive, so ld give use of 
computer 73%. Graphics, oh, 


about 70%, and playability 7: do | 


= ts quite good fun, Addictivity 
a rr eae nigh sixties | think. 

oyd) | wouldn't uite so 
high today as | Won Rerio a 
year ago. Graphics, yes, not 
bad, around the 68-70% mark, 
playability about 68%, but its 
addictive qualities drop off 
rapidiy. Once you've landed 
vou dont want to bother again 


somehow, onhy 60% — medium | 
| addictive. 


Taking off lor another strafling run over enemy territory in Harrier Attack, 
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WHEELIE 
(Microsphere) 


Wheele got the best overall 
percentage in CRASH issue 2 — 
93%. In fact that makes it one of 
the highest arde gia in 
any issue of CRASH. Even 
now, itis na out in the top 
five of the HOTLINE chart and 
has been successful in most 
ilegal sales charts as well. 
hat do we think today? 


All can say is that Wheelie is 
still the same compulsive, 
addictive game that il ever was. 


| Nobody has tried yet to copy 


this game because it cannot be 
bettered, This game is so 
panicky, | just cant put it down. 
All the features are well struc- 
tured to test the skill of the 
player and develop those skills 
in preparation for the final race 


against the biker. The graphics | 


are so realístic, especially the 
crashes, but also the way in 
which the speed of the bike 


' relates to hazards. They just 


haven' been improved upon by 
“bai vel. 
M 


Wheelie was a highly original 
game when it came out, and 
looking at it now, one can onhy 
say that it is still original be- 
enuso no one has done any | 





msm PILOT 


(Digital 
Integration) 


Fighter Pilot was the first offer- 
ing írom Digital Integration, a 
software house which has 
established itself very firmiy with 
this and ils second game, Night | 
Gunner. We gave ighter Piloi 
an overall rating of 86%, and 
said that it was definitely the | 
best simulation for the Spec- 
trum yet. |s it still? 


Yes it is! Undoubtediy the 


| best flying simulation for the 
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thing like it, | rather doubt that 
any other version would be bet- 
ter anyway. | dont know vet. 
what the Eddie Kidd game from | 
Martech will be like, but if its 
anything like Wheelie it will have 
oe really good to be better. 


(Matthew) | think the bad 
are marvellous and | would 
want the rating to go up from 
86% to 90%. I'm tempted to put 
up the playability (90%) a per- 
cent as well, as for addictive 
qualities (which were 99%) Em 
onhy disappointed they weren'! 
lower so | could put that up too! 

(Lloyd) Wiheelis seems like a 
good wine, put it down and 
when you open the botile it 
tastes even better than when it 
was new. | agree with Matthew 
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opectrum as far as Im con- 


| cemed, and it will remain at the 


top for a long time to come, I'm 
sure. Nothing | can see about 
the review needs commenting 
On - game and review stand up 
well to the test of time! After 
playing so many games and 
mastering them, this one still 


“remains unmastered by me — 


perhaps if | played non-stop for 
iwo weeks | might be able to fly 
his high performance figher 


well, The ultimate simulation for 
cy Spectrum. 
U 





Rumway to portin Fighter Pilot. 


plane, and ) 





up with a similar program that 
actually creates a detailed 
ground effect, but until that does 
happen | think the original re- 
vigw's comments about being 
the best still stand, 

LM 


(Matthew) In general | 
wouldn't alter any of the original 
ratings. At 85% for playability, it 
rather depends on whether or 
not you are daunted by the 
prospect of laaming to fly the 
can see some 








Attention to detail, especially 
insimulations, is bound to make 
a game playable, and Fighter 
Pilot hasn't really been bettered 
om that count. Everything works 
and combines to make this a 
very real experience of fiying. 
There's the possibility that 


Someone, maybe Digital In- 


tegration themselves, will come 


ANDROID 2 
(Vortex) 


Android 2, a follow up (no sur- 
prise 
CRASH SMASH in issue 2 get- 
ing 90% overall. How's it stood 
up? 


The 3D effect on Android 2 
works very well and is still one of 
the leading 3D maze style 
games. lts attractive, colourtul 
and boasts good animation. 


Playing it today, it's still difficult | 


which m a sense makes it chal- 
enging. In the original review, 
one of the bits used was mine, | 
said that this was a good game 
in self with great graphics like 
Ant Attack, but a better playing 


game than Ant Altack. | haven't | 


changed my mind! The demo 
and instructions are some of the 
ma seen. 


Considering the difficulty of 
getting through the very com- 
plex maze with all its hazards, 


| his is still a very playable game 


to Android 1, was a | 





people (like me!) being put off — 
but the feeling of getting the 
hang of flying is great fun. 
(Lloyd) No, | wouldn't argue 
with the ratings either. In fact, | 
might be tempted to put value 
for money up slightly (85%) 
because this program offers 
loads of possibilities for enjoy- 
ment if you like simulations, 
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with plenty of challenge and a 
lively, full, colourful screen. | 
always liked the graphics and 
the 30 effect and no one has 
really challenged Android 2, in 


my opinion, if one is looking at | 


maze type games. In truth, | 
don'tthink it has dated at all. 
LM 


(Maithew) Id drop the 
graphics by 10% down to 86%, 
playability down 13% to 89% 
o addictive qualities down to 


(Lioyd) | disagree! | wouldn't 


| drop the graphics a bit, nor the 


* | anything. 
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OMEGA RUN 
(C.R.L.) 


We said of Omega Run (issue 
2, 87% overall) that it hovered 
between being a flight simula- 
ton and a straightforward 
game, Since then a number of 
Hight simulations have 
appeared and Omega Aun 
tends to look more like a game 
than a simulation, with, odaly, 
more similarity to 2200 than 
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FILA Co PRETA ILS que AT“ 
4 | Nnie to 
“qual 


The instructions are of a high 


di | Standard, each item being very 


carefully explained, The idea 
behind it is still quite good 
although, looking back, seems 
to lack a fair amount of content 
and variation, meaning its 
addictive qualities have drop- 
ped in comparison to later 
games. ls a shame the 3D 
effects couldn't have been im- 
proved, like a moving land- 
scape. The graphics stand up 
as fairty detailed, but there 


playability because | think this is 
still enormous fun to play. 
However, il is had to ge 
through, which might lower its 
addictivity a mite, say down to 





Of the nine games looked at this month Lloyd and Matthew 





aren't all that many of them. It's 
still playable when you get it out 
again, butdoesn't have much of 
an addictive quality. 

MU 


| thought Omega Run was a 
lot of fun when | first played it, 
although not so addictive as to 
keep me trying. | saw the Com- 
modore version not long ago, 


expecting a vast graphic im- | 


provment, but it looked very 
similar, no attribute problems of 
course. Getting the Spectrum 
version out for a re-ryn, | left it 
feeling somewhat unimpressed 
because it does lack content, 
there's too much twisting and 
turning to shoot enemy planes 
down, and litle else. 

LM 


(Matthew) lt got 90% for 
grapfucs — no way! There aren't 
many graphics, and there really 


isn't any proper attempt at 30 | 
as in later games. No, that | 
would have to go down to about | 


99% now. id also drop the 
playability rating (it got 83%) to 
about 83%. It's addictive qual 
flies were overated too, not 
82% anyway, more like 60%. 
(Loyo) Well Ed go along with 


most of that. | don't think Ome- | 
ga Run has exactly stood the | 


test of time as well as other 
similar flying games. 


85% from the original 90%. For 
my money this 15 still à game 
which, fit came out today, one 
would buy and enjoy as entirely 
up-to-date. 


reckoned that Microsphere's Wheelie and Digital Integra- 
tion's Fighter Pilot are the two that had stood the test of 
time best of all, neither of them looking the least bit dated, 
and are certainly stillthe most enjoyable to play again. 
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Disk Drives W 


Statacom Distribution Ltd, are sole 
distributors of Datafax 3º Disk Drives in 
the U.K. 

Whatever your needs . .. talk to us. 

A top quality 200K (100K per side) drive, 
complete with power supply, utility 
disks, leads and cables. 

Also available now, a brand new disk 
interface for your 

Spectrum. Both interface 


and drive may be 
| purchased separately. 

For further 

details ring now 

or write to 

STATACOM DISTRIBUTION LTD, 


15-17 CHEAM ROAD, SUTTON, 
SURREY SMi 15W 01-661 2266 
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Photograph does not show interface. 


From 
GILSOFT 
The Welsh Wizards of 
Adventure 


THE QUILL 
ADVENTURE WRITER 
FOR THE 
SPECTRUM 48K 
AND 
COMMODORE 64 


48K SPECTRUM CASSETTE [14.95 
COMMODORE 64 CASSETTE £14.95 
COMMODORE 64 DISK £19.95 


SELECTED TITLES AVAILABLE FROM id Di 5 se - 
W.H,. Smith, Boots, John Menzies, and from a ra toe E 
Good Computer Shops Nationwide 


Or Direct From Us 
By Post or Telephone 


GILSOFT 

0 Hawthorn Road 

Barry 

south Glamorgan 

=: (U4dS6) 732765 

Credit Card Order Line 24 hour service E : (0222) 41361 ext 430 
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When it comes to adventures, memory is the limiting factor but, if 
you think that if extra memory should become available it should be 
used in creating even more locations to visit, then you clearly 
haven't played as many lifeless, unimaginative adventures as | 
have. 

Graphics adventures have proven the more commercial vet too 
many are burdened by mediocre or downright useless pictures that 
ado lite to what would otherwise be another lacklustre text game. 
Graphics should not replace vivid, imaginative text. 

Many text-only adventures concentrate on geting as many 
locations as possible into the 48K of the Spectrum and some even 
Drag of such efforts as if this alone were any indication of the quality 
of a game. Inevitably, there results a loss in quality of location 
description or even the problems themselves. 

The microdrive seemed at first a good opportunity to provide the 
memory for both the imaginative text and good graphics. Strange 
that no one has produced a microdrive adventure and | know of 
none being developed. It is true that such an adventure would be 
more expensive but perhaps adventures, some of which are a bit 
pricey in any case, might accommadate the extra cost 

Ifand when the microdrive adventure does arrive | hope the extra 
room is used, not to double the length of the adventure, but to 
improve the vocabulary, descriptions, graphics and friendiiness. 
Now let's think, you might combine the graphic quality of The Hulk 
with the rich text of Level 9 - some adventure! 


ATMOSPHERE: refiects quality 6! 
Iocabon description and graphics and 
How oradiibiy characters behave. 


VOCABULARY: lhe completensss of 
the vocalulary and friendimess 6 
response. AM words and associater 
words jobjects ete) ir location 
descriptors should be nciuded. 


LOGH: refigcas the logic of lhe problems 
encountered and whether or notyou ate 
ney bo be Ria quilhcut egerminag or 
chante df áscapa. 


DEBUGGING: indiçates lhe lovel ol 
Crasfproctna. À program should nos be 
cráshed simply by making an incormect 
entry or by pressing an unfortunate 
Cormbination of keys. 


ADVENTURE 
TRAIL REVIEW 
RATINGS 


OVERALL: general rating based on price 
ardthe other ratings BUT NOT AM 
AVERAGE OF THE OTHER RATINGS 





THE 


INFERNO 


Producer: Richard 
Shepherd Software 
Retail price: 6.50 
Author: P. Cooke 


Richard Shepherd have always 
had a good reputation for high 
class packaging of software but 
more recently have created in- 
terest in the program on the 
tape as well. After playing and 
thoroughly enjoying Urban Up- 
Start | eagerly loaded up The 
Inferno, 

The program closely follows 
the plan of Dante's Inferno 
which depicts the thirteenth 
cemure concept of Hell. In you 


| Quest lhere are nine circles 
“| through which you must pass to 





reach to centre and escape. 
The style and format mimics 
that first seen in The Hobbit but 
the graphics are very simple, 
although to be fair every loca- | 
ton has a graphic. The graphic 
depietion of a scene secrolls up 
on pressing a key = in this case 
the ENTER key — to reveal all 
the text at the bottom. The word 
ENTER appears in lhe bottom | 
Fight hand comer and the bor- 
der changes colour when the 
program is ready. Wese this the | 
onty distraction when playing 
the game there would be little 
cause for complaint but this 
constant need to press enter is 
coupled with the most infuriat- 
ing input routine ever devised, 
Every so often a key depress- 
ion repeais a letter and if you 
are not meticulous you can 
spend a lot of time deleting back 
to correct these mistakes, As il 
turns out this game is quite 
entoyable and long delays are 





A Md a. “e, "..,, Fra Fa”. 
o ad a pp E a a E a E 


E E A A a A A A A o E A A 
a E a 


CRASH September 1984 71 





rare as it has a fast response 
time but an awful input routine is 
a major setback for any adven- 
ture to overcome. 

Sometimes the action be- 
comes too fast to read without 
the foresight to switch off the 

graphics, for example, when 
| Cerbus to limp aside to 
| letyou down to the next level. 

After onhy a few scenes you 
become aware of the indepen- 
dent characters featured in the 

game though they wander 
| ards and forwards like 
zombies. Virgil, lixe Thorn in. 
The Hobbit, has a limited patois 
and generally comes out with 
such s as THIS IS A 
DANGEROUS PLACE or WE 
“MUST HURRY. 
To tell a character to do 
you must begin the 


com with the character's 


name; vou can also ask Virgil 
IST” Vocabulars 

ary 
from 
might 


for his inventory 
VIRGIL LIST, 
moves quite some way 
arg ibid 





The Inferno is an adventure 
let down by an infuriating input 
routing. On the plus side the 
game features A ço at ev- 
ery location, an interesting and 
enjoyable ranfdo and the puz- 
e lghtened with a useful 


ELP command are not too | 


difficult. 


COMMENTS 


Dificulty: Easy-average 
Graphics: in alllocations. 


ida Nor fact 
some graphics a little slow 
ima omgldçã Independent 


Eee rating: Good. 


j 


Ever since the early days of 


Automata adverts, comic strips | 


have been associated with 
computer games and now a 
Fen opsinatano adventure 


| and a comics 


group have go together 


to bring 
green mass of the Hulk to 


the adventure scene. 


The Hulk is the first instal- 


— ft Is possi 
are told he could not survive a | but the 
| near-hit with a nuclear warhead. | 





| - ment of the Questprobe Series 

THE HULK of games from Adventure Inter- 

| bjss bi will e ad 

vel Comic characters includi 

Producer: Adventure Spiderman and other Super 
international | lr Marvel Comics | 

Retail price: £9.95 publi a comic called 

e A Qui featuring the Hulk. 

Author: S Adams, Vau ara ti titia Dei 


M. Gruenwald, J. Romita | ner, an ex-physicist irradiated 


FÉ PESE CT 


Bruce 

SHBLL 
E = 
UR sEreamt 


BANNE (> 
chair 
1 DO” 


roda 
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There Hok 





72 CRASHSeptember 1984 





fra Field. 
Larae dúome. RA) 
t 1 [A h'E Le E = - E; - 
obvio 

EAST 


ato q E 
SOLTA 
NG 


ts 
LIES 


É Com 


FITA ho 
HRELL. 


ET 





by gy charged radioactive 
during the test detona- 
rg dd The 
radiation has a mutigenetic 
effect on Banners cellular 
structure causing him to trans- 
fer into the green-skinned 
monster known to all as the 
Hulk. Although the Hulk is clear- | 
hy superhuman — he can leap to | 

ight of 3,200 feet and with- 
stand a temperature of 3000ºF 
e to injure him. We 


Yes folks, even su 
have no answer to these awe- 
Y begin as Banner tied 
ou | as ar tioc 
Roi qnd TSoé ia é di GE 
you think you must flip to esmda 
alter ego to then I' 
you're acção. Pa well Sigo an 
ich comes in a box 
marked 'Difficulty level: Moder- 
ate. dic 
your skin tuming it 
aeb to a Californian ind o 
whilst flexing pa Rs more 
gently rippling 
What immediately tes you 
is the richness and quality 
cartoon ke graphics wh de 
pict your tion to the green 
mass of the Hulk and subse- 
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Uisibtle items: 


amu antis 


t demise to Bruce Banner. 
detail is stunning. The 
graphics are not only 
tremendous but very fast, as is 
the response time and so the 
adventure flows along smooth- 
: Eddie rd 


e routine is so fast and effi-. 


client that mistakes are rare. 
Your task is to locate all the 


pressing D for down will bri 
vou out of the cloud and back 
on terra firma. 


who when reduced to the size of 
dr ds dra aço 
loading a su punch for a 
dreads ure, and Doctor 


verse s 
Vocabu lary involves simple 


verb'noun couplings e.9., if you | 


input WAVE FAN the reply AT 
HAT? comes up and the 
program kindly gives you an 


tk Tm) 


om -& permeates 


















example of the type of input is 
now requires — e.g. AT TREE. 

When in need of assistance 
vou may type HELP and more 
often than not be greeted with 
SORRY | CANT DO THAT 
BUT ASK FOR A SCOTT 
ADAMS HINT BOOK AT YOUR 
FAVORITE STORE! 

My only criticism of this fine 
adventure is the repetitiveness 
that sets in once you've estab- 
lished the object of the game. 
Às you move around collecting 

ia each of the three domes 

mes indistinguishable as 

e is represented by the 

raphic. To leave each 

ota e same routine is pain- 
stakingly followed. 

The Hulk is a truly marvellous 
adventure with super graphics 
and a theme familiar to 
| Everyone. 


COMMENTS 


Difficulty: Average 
Graphics: All locations and 
| Some actions. Remain on 
screen. Excellent 
Presentation: Good 

Input facility: Average. Two 
word inputs 

Response: Very fast 
General rating: Good. 


Atmosphere 


ATLANTIS 
Producer: M & J Software 
Retail price: £ 

Auihor: M & J Gamble 

You play James Parker who, 


after a 30-year search, discov- 
ers a map showing the location 


| immediate wor 


| first your overriding 





of the fabled island of Atlantis. 
You lead an expedition to the 
island but the long joumey has 
soured relations among the 
crew and in the fight that ensues 

u are knocked unconscious. 

ou awake alba but decide to 
carry on with your quest to find 


| the lost city and, eventually, 


your way off the island, You 
is to find 
enough food and water to sus- 
tain you on your journey. 

The game has 150 locations, 
30 of which cary a small 
lo representation of the 

| 90 objects are strewn 
iberaly throughout and the 
game features a vocabulary of 


On loading are pre- 
sented with a c of three 
levels — Gasy, moderate and 
hard. The easy level allows the 

layer 40 commands before he 

overcome with hunger, and 
the hard level 20. Although aí 
concem is 
to survive, collecting treasure 
along the way will add to your 
score. With an open mind and 
nimble fingers | set off. 

After what must be 40 com- 
mands (chose the easy level of 
course) my belly starts to rum» 
ble and Im told to get some- 


| some 200 yards. 


| thing to eat. Since | find myself 


ii a à gurging stream | de- 

cide to drink some water, On 
filing my flask and drinking I'm 
led to believe all is well again but 





| Vocabulary 

| Logic 

| Debugging 

| Overall value 








| met with the curious report 

THATSANICE HAT YOU ARE 
WEARING. Either ale is a bug 
Or someone's a peculiar 
sense of humour. It's true | did 
sto up a hat earlier and who 


nows, it may well be a nice | 


one, Being a shrewd explorer | 
decide to refil my flask and 
perhaps take not r drink as 
well but, alas, food and drink 
cannot be accumulated in this 


way and | must wait until my | 
next 40 commands are running 


out. Once dg fio | setiled 
down to a joy jaunt through 
sand dunes and forests, collect- 
ing treasure and many items for 
which | just couldn't find a use. 
Some of the situations you 
meet are a liítile incredible. You 
find the master key inside a 
cocunut of all places, and ais 
doll pr ta 


e ing through the bottom | 


To Pé knowledge this is the 
first Egg ini a 


solve. 





COMMENTS 


Difficulty: Quite difficult 


Graphics: Some, primitive 

Presentation: Average 

ch sad genigad 
sponse: Very fast 

General rating: For, food 

element can become a 

distraction, 


Atmosphere 


Doors 





| 
| 
| 
a, 








WARRIORS 
REVENGE 


Producer: Video Force 
Retail price: £ 
Author: Anon 


Warriors Heve is the first | 


| patofa Trilogy of continuous | 


adventures. After you have 
mastered The Land of No Re- 
tum, The Castle of Death awaits 
you but cannot be played with- 
out completing this adventure. 
The instructions on the cas- 
seite inlay are almost obscure in 
places but charmingly precise 


| laço in the loading instructions 


t says “Type LOAD... 
ENTER... PLAY on casseite 
recorder and Warriors Revenge 
will load automatically. Amaz- 
ng what these computers can 
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VUALKINGO ALONG THE BANKS 


Rar 


You are asked by Yeta, 
| Wizard of Sebra, to return three 
en keys lost in the land oi 
Return, A semi-role playing 
combat system allows you to 

t mônsters and Aee 
Ou survive long encugh to re- 
ds the keys and collect a re- 
ward. Your skill, determined by 
pressing S as numbers ranging 
trom 1 to 6 are randomby flashed 
onto the screen, and stamina, 
equivalentto hit points and simi- 


tariy determined by pressing As | 


are to values achieved 
during the sy sequences. 
Warriors Revenge is basical- 
ly à multiple choice adventure. 
At each location you decide 
between options like R (Run), L 
(Leave), D (Drink), F (Fight), as 
well as the usual N, S, E, W 
Which of these confront you 
varies with the location, but of 
| COUTSE, YOU always have a 
choice. However, just as with 
some of the quiz shows on TV 
that feature exotic prizes, you 
may be forgiven for thinking that 
| a crucial answer is. 
needed itrelates to a trick ques- 





tion. For example, take the time | 


| came across a cave which 
“Ssounded to me suspiciously like 
a crevasse. You are told you 
can probably jump the crevasse | 
and so you have no need of 
Spock Logic to rule out R (Run) 
“from the other two options = 
| Jump and Vine. Yet jump gives 
you the report that you near 
reach the other side but fall 
while Vine has you falling into 

e cavem since the vine 
breaks. Run, incredibly, saves 
your life as you use lhe rope and 
te it to the tree and swing 
across. So the moral here is that 
YOU must pick the least probably 
option to survive. 

For 'A Game of Skill and 
Determination this program | 
has much dependency upon | 
luck. Leaving aside the 
aforementioned appropriation 
of skill and stamina points the 
adventurer has locations where 
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hood; when you are confronted 
by the choice between the num: 


bers 1 to 9, choose 4, | had to 
break into the program to get 


around this bit of nonsense. 


If you've caught the tone of 


this review you might quess at 
what's coming next. 


screen. The programming is, to 
borrow what's now becoming a 
wom euphemism, inefficient. 
Furthermore, though | am not 
the world's greatest for spelling, 


i's not difficult for me to spot that 


this program has some howlers. 


SPOOF 
Producer: Runesoft 
Retail price: £7.50 


Author: D.V. Stevenson, 
J.A. Slack 


With a name like Spoof you 
might quess this piece of soft- 
ware represents a lampoon on 
the software scene. On playing, 
it reveals a sometimes biting 
satire on the fantasy world in 
general and the text adventure 
in particular. Unforiunately. 
much of the humour will be lost 
on all butthe most experienced, 
and literaly die-hard, adven- 
lures as this adventure proved 
most difficult without some gui- 


dance. Às in most comedies | E 


there is a Ni sed You help Yaw 
Ning (The Tired One) to find 
Spoof the Magic Dragon, de- 
spite the whole world being set 
against him, 

You begih in the village 
square and enter the store to 


are killed and must start again. 


your progress is determined by 
pure ci Take the place where 
you meet a man siting by a tree 
stump. To pass you must -en- 
gage him in am arm wrestling 
match but let me save you the 
doubts cast upon your man- 






nl. 
broke into the program a load of 
twaddle tumbled out onto my 





sword to find that the shopkeep- 
| Strandéd on this tiny planet be- 


| Thus start the Chronicios of. 








It gives you the impression no 
one else could be bothered to 
gr Mi game, 

ne game is notmappable. N 
Takes you into the forest and S 
further into the forest. There is 
no Save routine = perhaps not 
essential considering the length 
of the game but it is edi 
very easy to get yourseli killed. 
Atone point you must guess the 
name of a potion. | you don't 
correctiy (2!) then you 


Perhaps this Feia would suit 
the younger end oíthe market, | 
think to myself, but what isthis? 
Is this the game's attempt to 
Splash ils name across the 
| pages of a noitorious, salacious 

lget Street journal = a warrior is 
being raped! Run round to the 
video hire ship will you and 
hand in my vídeo recorder — 'm 
| Rea back to organic farming... 

---Daa... Bah, Bah!! 


| COMMENTS 


Difficulty: Average 

Graphics: A few, very small 

e ag Yellow on black. 
00d 


input facility: Very limited 


Response: Fast 
| General rating: Poor 


Atmosphere 
Vocabulary 
Logic 
Debugging 
Overall value 


CG a Po = ps 


collect your adventure kit and | 


er is really a doctor. Who can 
this doctor be? We leam he is 


cause he has lost a vital compo- 
nent from his Time Machine. | 


WENEAST: o 
















Shown should you make a 
Wrong move with any of the 


| Use matching satire with silli- 


SO NORTH 


Yaw, Part 5387, with the first 
quest of many to find and retum 



















































qt ras 

ving south past a Keep 
Out sign you find a green slimy 
frog sitting amongst the folds ot 
a beautiful dress. Once you've | | 
kissed the frog you have nine | É 
moves to get back to Grimy | 
Gerty's which lies nine moves 
somewhere to the north. This 
may now seem straightforward 
but what might have done 
had you not read what you must 
do in this column? Luckily my 
hair is firmly attached to my 
scalp and | managed to contact 
Runesoft. 

A little further on you find | E 
some warl remover but don't |. 
drink it — it's one of the items | NK 
needed to fulfil the quest from | EM 
the three headed vulture; others | 
are the dress of a princess, a | 
magic rope and the ring from a 
pigs nose. This last is wonder- | E 
fully and amusingly set up'since | | 
no sooner do you leam of your 
need for a pig's ring than you 
See à CONSPICUOUS sign pointing 
lo a pig's cave. These ever-so- 
easy dccasions comiecally con- 
trast with the utter lack of mercy 





puzzles. To this extent not only 
Is the vocabulary unfriendly but 
so is the program as a whole. || 
One slip or inappropriate input 
and you're dead! And it is no 


ness. On requestng HELP | 
was told to panic. | input PANIC 
to meet IN À BLIND PANIC | 
THRASH ABOUT, LOPPING 
MY HEAD OFF WITH À 
SWORD AS | DO SO with the 
inevitable result | AM DEAD, 
Once very cute point is you can 
panic to your heart's content = 
but onky beiore you find the 
sword, 

Atthe Bogg Inn you find your- 
self with yet another quest — the 
place is niddled with them — this | o 
time to get Lancelot's armour. It | HM 
may show how pedantic this | 
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adventure can be to say that 
vou can only enter the inn once 
(50 wandenng around aimlessty 
5 not a g00d idea) and you 
TALK to the locals in the bar but 
dont SAY anything, this last 
being the more usual entry for 
communication. 

One of the few places you 
can examine anyihing is within 
lhe fairy ning and the only thing 
vou can examine here is the 
goblet whereupon you drop it. 
vou stick the pieces back 
ingether again you have, in the 


| vêmacular of another source of | 


salire, something completely 


| different. This may be the time 


to mention that you'll need the 


Holy (Gral before you can 
embark on the barge. 
Humour necessary per- 


vades each and every place 
name with the Qbligatory Moun- 
tains, Lake Necessary and 
Necessary Forest. In the Lake 
Necessary monsters lair you 
are told THERES A FUZZY 
PHOTOGRAPH OF WHAT 
MAY, OR MAY NOT BE, À 
HUMAN BEING ON THE 
WALL. The monster busies 


| himself eating half a cat and 


your left arm and df you try to 
swim away the monster kills 


and devours you. The last thing 


vou see are half a cai, a bit of | 
owl and your left arm swilling | 


around the contents of the 
monsters stomach: 
Spoor is a Quilled adventure 


instantaneous response time. 
As a satirical piece it is often 
amusing and would suit a jaded 
and very experienced adven- 
turer. 


COMMENTS 


DiHiculty: Very difficult 
Graphics: Occasional, things 
like signs 

Presentation: White texton 
blue. Good 

Input facility: Verb/noun 
Response: Very tas! 
General rating: Good. 


Atmosphere 6 
Vocabulary 6 
Logic 5 
Debugging 7 
Overall value 6 


Firstly, | must correct a slight 
error in the solution to finding 
Ofnir which was printed in the 
July issue. You must go to the 
Black Castle in Midgard and go 
nonh into Kranks Hall, not 
Rankles Hall as printed. | do 
hope this didn't cause too much 
trouble. 

This month Ive received 
several letters on the subject of 
improvements to the reviewing 
system. They are summed up 
best by Graham Fulcher of 
Thetford, Norfolk who writes: 
“What does the mark for difficul- 
ty indicate? Does 10 mean a 
game is very, very difficult or 
that it has the perfect level of 
difficulty? If the former is true 
then it is really advisable for a 
game tô be near impossible so 
as to gain an excellent mark. 
Rather than a mark would it not 
be better to make a comment 





on the difficulty of the game. 
“Indeed | believe there 

should be a series of short com- 

ments to complement the 


| marks, just as in the main body 


of CRASH as these provide am 


and therefore has an almost | excellent reference.” 


Initialy | hadnt wanted to 
repeat information from the 
main part of the review. Howev- 
er, | now agree-that comments 
would be a good idea and so, as 
can be seen, | have taken up 
Graham's suggestions. Gra- 
ham wins this month's £12 of 
software for his letter. 


"Duncan Brown of 
Rotherham asks: “Could you 
please tel me if Colossal 
Adventure (Level 9) and Classic 
Adventure (Melbourne House) 
are the same? And if so, why 
the difference in price?” 
Both games are, in fact, ver- 
sions of the mainframe adven- 
ture Colossal Cave. The Mel- 


lieve, the old Abersofl Adven- 
ture 1. If this is true there are a 
few minor changes, eg. a difle- 
rent way Of passing the snake. 


disagree. | would consider the | 


later relseases, Lords of Time 


and Snowball to be the best | 


though Colossal Adventure Is à 
personal favourite o! mine. 


| have reveived many letters 
asking how to pass the force- 
field in Planet of Death. Alter 
trying dancing, shooting it, re- 
flecting it and using many com- 
binations of items | must con- 


ceed defeat for this month. Ed 


be most grateful for some help! 

And now for some lips. The 
coding system used is the same 
as last month. To find the solu- 
tion simply rotate each letter 
one place backwaras through 


the alphabet. C becomes B, B | 
| becomes A, etc. 


ma EA a E 
: gm 





FANTASIA DIAMOND 
Gerard Doyle, Ireland 


How do you get through the 


window? 
SVC HMBTT 


COLDITZ 
Scott Moore, 
Moor, Durham 
How do you open the coffin? 
HFU UF DSPXCBS BOE 
VIFO MFWFS MSE 


Framweligate 


SNOWBALL 

John Denton, Willoughby 

How do you repair the robot? 
FYBNJOF UIF SPCPU HSWF 
JU UIF PCHFDU SFRVJSFE 


PLANET OF DEATH 
Conor O Neil, Ireland 
How do you get the mirror from 
the man without breaking the 


mirror? 
GMPWFT,XFBS 


HFU | 
GMPWET.HFU  NBO,HFU 


bourme House game is, | be- | NJSSPS,ESPQ NBO 


QUEST FOR THE HOLY 
GRAIL 
A. Telford, Highworth 


| The have! 9 Gar has 70 extra Pedi ía the night thai 
| rooms which were not in the Ride 
al Fran arte dupiriada not | HW TISVCCFSZ 
in the Melbourne House ver- 
sion. Boih versions are very PLANET OF DEATH | 
paea value for fis vi ga Mitchel, Crami- 
Level 9 game is slightly better | | 
but £3 more expensive. NE er the rope? 
SHIP OF DOOM 
Christopher Mitchell | | 
Scott Moore of Framwell- o TO cao cid id 
gaie Moor, Durham asks: | QPJOU TPOJD 
Which Level 9 game would | TDSEXESJWES 
you recommend as the best 
Ee | | ESPIONAGE ISLAND 
ou really can'tgo wrong with | Paul Walts, Ifracombe 
any Level 9 game as they are all | How do you get out of the dark 
Brilliant. I'd go as lar as to say | hundie (parachute)? 
that Level 9 have produced the | SENPWE QBSBDIVUE 
five best Specirum adventures | 
although many Hobbitfans may | CLASSIC ADVENTURE 


Michael Manley, Chesterfietd 
How do you pass the snake ? 
QMBZ GMVUF 

Craig Rilchie, Liverpool 


How do you make friends with. 


the bear? 
USZ GFFEJÓOH JU 





YOUR PLANE T NEEDS YOU! 


Train to save Civilisation by 


Subscribing to 


Subscribers' Discount» 
50p off each Crash Micro 
MaitOrderitem! 


e Get your Copy 
“ahead of the crowd 


(post free) 


Starting with ISsUS | 


| Name... eeceeeeeeesenerteso ua VENDA 





je GUILD OF SOFTWARE HOUSES claim that 
"over £100m a year is being lost through 
“the illegal copying of games. As our 
agents in the field, you are asked to 
undertake a mission to'help discover the 
“truth in this statement. Should you 
| aecept the mission you will be helping 
| the free world maintain the ascendancy 
of capitalism and free market trading. 
four identity, naturally, must remain 
top secret... 
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SOFTWARE PIRACY has become one of the biggest combat copying - one company is even using 

| debates of the year, with enormous figures being  'holograms' on its covers which are produced 
tossed around suggesting profit losses running under the sort of security normally used for 
into the tens of millions of pounds a year. credit card production. 

| CRASH readers have sometimes fought back, saying 

that the software houses are at fault because of 

high prices. In tun, the software business has BUT WHAT DO TOU REALLY. THINK ABOUT SOFTWARE. 
Fought back itself with all sorts of devices to PIRACY? Ent 
































This page is a short questionnaire on the subject of software piracy, 
both the commercial variety and home copying. We want your views on 

the matter as honestly as you feel you can give them. It is not the 

sort Of questionnaire where we can offer prize draw incentives to 
encourage you to fill it in, as we respect the fact that most of you 
might not want your names and addresses penned at the bottom of the form! 
However, it is an important piece of research and we should be 

grateful if as many readers as possible would complete the form and 
return it to us. Delete inapplicable answers where necessary, and 

thank you for co-operating! 


1. Do you think 'home' copying is 
harmful to the software business? 


YES / NO / DON'T KNOW 


6. If you make pa Sd how many would 
you usually make from one original? 


I would make ..se.. copies 
| 2, Ts there a difference between home 
copying and commercial piracy? 

YES / NO / DON'T KNOW 


8. How do you produce your copies... 
A) tape to tape? 
B) using a tape copier? | 
C) breaking into program and 
resaving it? 
(tick appropriate letter) 


| 3. If 'yes' to the above, do you think 
commercial piracy is more or less 

harmíful than home copying? Lya E 
ven PRA | 9. What is the total value of your 
MORE / LESS / ABOUT THE SAME collection (including copies)? 


The value is ELcsscsssses 


10. And what portion of the value is 
in illegal copies? 


| 

| 

| 

| 

| 

| 

| 

| 

| 

| 

| 

| 

| 
4, Do you make copies because... - 
A) originals are beyond your | 
"* resources? | 
B) you resent paying the full price? | 
C) you just enjoy making copies? | 
| 

| 

| 

| 

| 

| 

| 

| 

| 

| 

| 

| 

| 


(trick the appropriate letter) The illegal value 15 Es eua. 


11. Where do you get your copies from? 


A) home 

B) school 

C) computer club 
D) friend's house 


3» Do you actually make illegal copies? 
A LOT / OCCASIONALLY / NEVER 


6. How many originals do you om and 
how many illegal copies? 


I have... . «originals/ ..... copies 12. Would you still copy games if they 
were much cheaper? 


7. Do you produce copies... 
A) strictly for your om use? 
B) to give to friends? 
C) to sell to others? 
(tick appropriate letter) 


| Cut this page from the magazine (or send a photocopy if you aa and send it back 
| to us: CRASH QUESTIONNAIRE, PO BOX 10, LUDUM, SHROPSHIRE SY8 1 


E DD CT TETO D— 


78 CRASH September 1984 


e e TT ——ee———e—e 


WELL, PEMUT- BRR! 

PI ELES Aa O re pr RR 

FO SUE AO PANED TO Fu 

THE EPE OF Qrrur! ato voy | 
o SUE ME PLSAY MERO DE 1a 


cora 


1 KAU FOLK GAME! DU 
RAT TO DUE Mp LOVE La 
A TELES TO LIGATEM TM 
à SMP 6 
MELL T mA LET 
> TERA DUM Mir LOVELY 
A TENELS! HEM a 


DUE Es MY TEWELS sTay 
pese ps La “A ih, ON BOARD! 
x Es | HD Ny spc! 
WARNING 70 Ec 2 Aháio MR ela TOU A 
THIS SHIPS TOS DR E e 2 ES VW MA e” PR SRIE AV COM IRAHE 
MERRE TO RENO - PF Té o F TR ek DM | EN Hg 
EAGTH! TES Tom | : | ; st EM | Ra fadiga 
HEAVY SI MIL ; 
VAM SCAREÇSES 


PUMP SOME TH 


; 
15 BUT QUE CONRSE DF BETIM 
THAT MMLL SAVE THE SNI. 


“Do GOOD TAS Fm AT SCÓREO FEB, | 
JA TM AUT SCRODD! BAD TIE a 


” HUME ME gay mag REA) 
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 TheCRAS 
HOTLINE 








Hallelujah! We have a new number one! Not that we wantto put down Jet 
Set Willy, whose long stay at the top slot is testament to its popularity, but 
it does make a refreshing change. Otherwise, the outstanding alteration 
is the 42 place leap upwards for Beyond's Lords of Midnight to the 





THE CRASH HOTLINE PHONE NUMBER IS 
0584 (Ludlow) 3015 


HOW TO USE THE CRASH HOTLINE 





Method 1 
Ring the Hotilne telephone number (above) and record your votes on tha answering machine. 
Pleasa speak cleariy, spelling out name and address if its | 

epi po psi its a diiculf one! List your five games 


Method 2 


Usa the coupon below. making sura you fil In all the details, Pop the 
senditto us, Aermianivoiy po rm Sead & et IO lo a DEMO 


Tre telephone Hollina is alte 
engaged. If all else fails tl pa ry jammead alter a new issue comes out, so bear wilh us if ils 


Adventure Trail Chart WINNER is Andrew Rawlings, Bishops Stortiord, 
Herts. The runners-up are: Simon Ward, Kingston, E, Sussex: Stephen 
Palmer, Cardiff, John Purslow, Liverpool: and Paul Clark, Aberdeen, 


number & position, Several newcomers this month, starting wilh TLL 
from Vortex, in at number 18, and immediately behind it Micromega's 
3D spectacular Full Throttte. À bitturther down we have Match Point, the 
new tennis simulation from Pslon, in at 27, and another Sinclair game, 
Siop The Express at31 Bug-Byte's Antics makes an ance for the 
first time, in at 40, with Adventure International's The Hulk in at 46, 
followed by Artic's Word Cup Football at 49. Crystal's (renamed 
Design Design) Hall of the Things reappears along with Test Match 
rom C.R.L., and Splat from Incentive. 

Big movers lhis month , apart from those mentioned already, include 
Ocean's Moon Alert, up 20 places, Psytron up 11 places, Mugsy up 15 
slots, and Kosmic Kanga which climbs 21 places to this month's 28 slot. 
Giisoft's adventure utility The Quillis still proving popular. 
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“SEPTEMBER HOTLINE STATISTICS 


e 


This month proved to be a bumper ône for the Hotline, with over 
34,000 votes cast. Sabre e received 16.39% of the total 
votes cast, ida e e ih ing in well at 13,93%. Overall, 
the top ten fz 95% of the total vote, compared 
to last month's 61 17%. This means the rest of the chart shared 
out a few more percentage points between them, reflecting a 
slight pimsros to even out the voting. 


BRILLºN'FAB 
HOTLINE PRIZES!! 


Whether you phone or write in, all names go into the 
voluminous bag to be drawn monthly. First out receives 
£40 worth of software plus a CRASH tee shirt, and the 
five runners-up receive three issues of CRASH free plus a 
CRASH tee shirt. 


Others may try and copy us but the CRASH HOTLINE 
CHART is the one that counts — and you are the people that 
make it count. 
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This months HOTLINE WIN- 
NER is Tom Josephs, Ôxiord, 
the four runners-up are: David | 
Boure, Church Morecambe, | 
| Alfader, Stephen Chambers, 

Norwich, Norfolk; P.A. Ford, | 


YOUR VOTE IS EXTREMELY 
IMPORTANT — USE IT PLEASE! | Leeds, S. Yorks; and Steven 
ES ts SERREESE Sen ea Bupton, Harpenden, Herts. 
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| CRASH HOTLINE WRITE IN COUPON pia ais five favourite programs in descending order | 
| Plain use block capitals and write clearhy! | 
RSS o RD E DE ME NO 0) DO TITLE PRODUCER| | 
| 
ADO ray lee culo E Ri 1 - 
JE SS Pet RISO a A SA NA TREE É A | 
| 4 | | 
| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 | | 
| LUDLOW, SHROPSHIRE SY8 1DB 4 
E in ii Gn Si o ce ma ii dj ap E E SR ri a E a Ga e E 
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CRASH HOTLINE SPECTRUM 


SOFTWARE CHART 


TOP 50 FOR SEPTEMBER. 


Figures In brackets indicate last month's position 
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(31) 
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(23) 
(18) 
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(40) 
(28) 
(36) 
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SABRE WULF Ultimate 

JET SET WILLY Software Projects 
CODE NAME MAT Micromega 
ATIC ATAC Ultimate 

MANIC MINER Software Projects 
LORDS OF MIDNIGHT Beyond 
WHEELIE Microsphere 

LUNAR JETMAN Ultimate 
PSYTRON Beyond 

TRASHMAN New Generation 
CHUCKIE EGG A&F Software 

3D DEATHCHASE Micromega 
POGO Ocean 

MOON ALERT Ocean 

MUGSY Melbourne House 
FOOTBALL MANAGER Addictive 
SCUBA DIVE Durrell 

TLL Vortex 

FULL THROTTLE Micromega 
THE HOBBIT Melbourn House 

3D ANT ATTACK Quicksilva 
FRED Quicksilva 

FIGHTER PILOT Digital Integration 
NIGHT GUNNER Digital Integration 
JETPAC Ultimate 

THE QUILL Gilsoft 

MATCH POINT Psion/Sinclair 
KOSMIC KANGA Micromania 
JACK & THE BEANSTALK Thor 
VALHALLA Legend 

STOP THE EXPRESS Sinclair 
ANDROID 2 Vortex 

CHEQUERED FLAG Psion/Sinclair 
BLADE ALLEYPS.S. 

AD ASTRA Gargovle Games 
ZZ2O0OM Imagine 

KRAKATOA Abbex 
HUNCHBACK Ocean 
TESTMATCHC.RLL. 

ANTICS Bug-Byte 

HALLS OF THE THINGS Design Design 
SPLAT Incentive 

SCRABBLE Sinclair 

PYRAMID Fantasy 

TRIBBLE TRUBBLE Software Projects 
HULK Adventure International 
ALCHEMIST Imagine 

URBAN UPSTART Shepherd 
WORLD CUP FOOTBALL Artic 
STONKERS Imagine 
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Chris Thomas of Upton, Chester 
writes: TRASHMAN; to be able to 
clear à road of duslbins you must 
collect all the bonus points oftered 
by the inhabitants. When crossing 
the road, use the middle to walk up 
it, Kig- safe in the middle orifyou are 
directhy behind the lorry. ASTRO 


| BLASTER, On the fourth screen 


with the large boulder at the top 
dropping bombs, go to one side ol 
lhe screen (whichever is jurhest 
away tromthe boulder| and it will not 
hityou with its bombs.' 


Glyn Shatton of Penarth, South 


| Glamorgan has worked outa 


routineto convert The Hobbit 
onto microdrive cartridge: 
Miss out the first loader program 
and instead type: 
19 LOAD *“m";1;ºh1” 
SCREENS 
29 LOAD * “m";1;“h2” CODE 
24576,40000 
30 PRINT USR 27648 


Now save this onto a cartridge with 
SAVE *“m";1hobbit' LINE 1 


Now load in The Hobbit's title screen 
with LOAD ““SCREENS and save 


this onto the cartridge with; 


SAVE "mA hi" SCREENS 
Now load in The Hobbit's huge 
chunk of machine code with LOAD 
"CODE 24576 
Now save the machine code onto 


Finca with: 
SAVE" “m";1;“h2"” CODE 
24576,40000 


Now type RANDOMIZE USA 0 and 
then type LOAD * “m";1;“hobbit” 
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Itwas obviously a ghastly mistake to mention Chris Colesell's PORKE 

| tor getting rid of Sabre Wulf monsters in last month's Issue -—the 

| phone lines were jammed the second the issue hit the street! | know 

| howimpatient you allare, but my life would be made easier if you could 

write in for the info — 'm st covered in brulses received from the | 

switchboard people! As | said last month, we feel it isn't really fair to 

the software house concerned to release any cheats so soon after a 

| game has come out, as it inevitably spoils the fun of many players. The 

| same goes for the map, and in connection with out Sabre Wul Map 

pl som those who have rung up saying, “What's the point after 
Personal Computer Games publishing it last month, the answer is that 

our competition is for good cartographers, and anyone who thinks 


they can draw a good looking and accurate map — notthe prove you 
can get through the game in a certain amount of time and with a certain 
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And now onto some ofthis month's useful tips received. |must 
stipulate again, that amy listings which may be given here, are as the 
“reader sent them in. They may not have been checked for accuracy or 
workability as we just don't have the time. I'll leave it up to you to write 
“inand correct anything! 


Has anyone worked out how to 
transfer Zzoomor TLLio drive? 


| Adrian Pickup (13) from | 
scarborough has the following to 


say about Thor's dack and the 
Beanstalk: Screen 1: to escape 
irom this you must collect the axe 
and getto the topofthe beanstalk. 
Screen a: journey inrbetween lhe 


bricks and get the gola, then joumey | 
“totheleftofthescreen. Screen 3: 


climb the brick wall and gel lhe egg 
irom its perch. Then climb down the 
rope and you will be rewarded, 


| Screen 4: get harp from table by 


going across chair seat. lí this is not 
done in time the giant will wake and 
you will have to-chop the beansiaik 
down. Screen 5: getthe g ! 

In BLUE THUNDER always fly 


highon the way back or the invisible 


missile will get you. In 
DEATHCHASE the bikes shoot 
back on screen 25 and in LUNAR 


| JETMAN you can find a trailer for 


your LUNAR ROVER on screen 10, 


Well now that's interesting, Adrian - 
the last two items. We've been here 
before! How have you come by this 
into? So far no one | know has seen 
bikes shooting back in Deathchase, 
and Ultimate themselves have said 
there are no trailers in Lunar Jetman 
- Who's fooling who here ? 


The ever busy Chris Sutherland 
from inverness has sentin à routine 


| for providing up to 255 Ives on 


Lunar Jetman. tony morks with 
player 2, however, so you Il have to 
select a two player game and kill off 
player 1! 

He says it's best to have 259 lives 
and this can be done by altering the 









number in line 70. This is because if 
vou gain enough men to excesd 
255 pou mil! end up mith no lives. 
The game will still end imespective if 
the moon rover is destro 
10 FORA=1TOS: BEEP.1 As 
NEXT A 
: 28 POKE 236993,71: BORDER 
0: CLEAR 32767 
36 INK O: FORA = 1 TOA: 
LOAD ““CODE: PRINT 
AT 6,0: NEXT A 
40 POKE 23439,201 
58 RANDOMIZE USR 23424 
60 LOAD ““CODE 
TO POKE 43117,253: PRINT 
USR 32768 
Type inprogram, RUN it, and play 
tape, 


S. Hennesey of London E3, was à 
bit incensed by our revisw of 
Posterm's Psi-Spy and thinks we 
missed the point enbrely. To put 
maiters night he has laid out lhe 


In partone you have to run around a 
garden maze (setin a figure 0f8) 
collacting as many rings as you can 
before 20 seconds are up. Then you 
have to try and survive lhe aliack of 
a series ol chasers. You kill them by 
running over flashing keys in a 
certain order so ihat the port cullis 
rises. is then an easy matter to lure 
the chasers past the pon cullis to kill 
them. Surviving a certain number of 
chasers moves you onto level 2, 
The object of the firstpartis to 
amass as many points as possible. 
You will eventually be caught and 
taken into the labyrinth and, 


«depending on how well you did in | 
part 1, you willbe awarded points for 


intelligence, stamina and psi-power. 
Now you move from room to room 
trying to gain as mary objects 
(including the 5 keys) as possible 
either by fighting or by buying. you 
choose to fightyou can 'probe' the 
opponentto see his weakness, but 
the more accurate your probe the 
more psi-power you use, You then 
press to fight and choose a weapon 
to fightwith. Winning a fightenables 


" vyouto collect any objects in the 


You can, incertáin rooms, swap 
points (transmute) from one 
category to another, eg. stamina 
into psi-power; and additional points 
are awarded if you can catch the 
Moon, a purple thing that appears 
regularty in any room. So simply 
waiting for ft can bolster your 
flagging atinbutes! But beware — if 
you touch him when he turns white 
you williose some points. 


Thanks Mr Hennessy, !hope 
printing pour letter will molify the 
programmer of Psi-Spy, who, like 
yourself, thought we got it all wrong! 











Dear CRASH, [1 
A couple more PQRES to enhance 
JSW— POKE 37982,0 and POKE 
37994,0 will give our hero the power y 
to walk through any nasties (a real | 
time saver in the Forgotten Abbey 

gh?). You must still beware of the | 
objects you bash your head on ete. 
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Fergal O'Connor from Liverpool, 
says this of Alchemist: 'Get tha 
lantem, vase, ring and gold (lead 
ums into gold by getting the spell 
“which reads “transform' and then 
press À to change lhe lead into 
gold). Each itme should be retumed 
lolhe chest (in the temple to the 
nghtof the start screen). Once you 
have allthe pieces ofthe scroll. get 
ihe spell which says 'shiekd', this 








should help you getinto the 
warlock's screen, pastthe ghost, 
When you enter the warlock's 
screen keep pressing and then land 
nextto the wizard. Again, press À 
and you should fire at the warlock 
and defeat him. 


There are tons oflefters about 


geting to the night side of the 


Bug-Byte's Antics seems to have been keeping loads of people 
occupled. Martin McGinn from Glasgow, sent us this map ofthe Antics 
maze, which we have checked out, and we think it's all correct. [say 


Ê SUPRIR PRATA PATR A POA RIAA RITA A RINA ARAÉ A 


Ron 
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| Banyan tree inJSW. Charles Hart 


From Bourdon, Cheshire, supples 
ananswer. lhave found thatthe 
POKEs given by Software Projects 
to stop the 'Attic effect! also allow 
you access to the Conservatory 
Hoof. The route is by the Banyan 
Tree, After you have jumped the 
saw there, jump over the spinning 
microchip so that you are on lhe 
pillar between the pink devil and the 


think' because Antics ain'tthat ea 


microchip. you have the POKEs 
in, you-can now jump into the blue 


overhang and you willstick up into it, 


You can now getover into the other 
of A Bitof Tree, thence into Under 
lhe Roof. After getting the four 
glasses in the Conservatory Root, 


| whichtiakes a bitof practice, just 


drop to the rightofthe single squar 
above the word 'Roof in the screen 
title. This gets you to The Orangery. 


sy to cope with when you're dashing 


along trying to get several things done at once! In the map, exits from 


RUG-AYTE! 
SFTWARE 





screens map to each other, Ato A, BtoB,CtoC, andsoon. 
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Stephen Crow from soflware house 
Poppy Soft sent us in some details 
on scoring in their new Factory 
Breakout game, some of which may 
be in lime to help players in our 
currentcompetliior... 









Screen 1: work around shooting the 
lasers approaching you, bul 
remember that the lasers atthe top 
take less time to reach you than the 
ones al the side. Screen 2. this is 
tairhy straightonvard until the 
conveyor belt staris up. Then tis 
bestto wailto the rightof each reject 
ray until the beltis moveing in your 
favour (scroling left), then dash 
under the ray, Remember the lighter 
the colour, the faster the ray (white 
being the fastest). Screen 3: 
probably the hardest screen, but 
using the following tactics it is 


— NAU Dat EN na Rigs O 7 
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Dash up à lift and wait 


Dear Crash, 
Alter playing The Crypltor hours on 
eng, lhave found these starter 
words to getto each level of the 
game. They are; 

1= Carell 

2 = Soitware 

3 = beais 

4= all 

5 = lhe 

8 = others 

Has anyone else found any 

more? 
Clive Davidson (12), Casiter-on- 
Sea, Gt. Yarmouth 
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PS 5" 


possible to complete without even 
using the force fields! Wait at the 
bottom of a screen until the fast 
yellow monster nearly reaches you. 
Then dashup a lift and wait aí 
position 1 or 2 (see photo). In these 
positions the monsters will always 
come up through door À. You can 
then escape downwards Ihrough 
one of the two cuter doors on thal 
plattorm. Only use the force fields in 
emergencies or atthe end of a 
screen to gain extra points. 

The elusive screen 4 may only be 
reached after finding the key on 
level Omega. Using the above 
taçhes | have reached screen 4 
many times and gained a high score 
01 176,310. Can anyone beat this? 


Wreil, can anyone??? 


E 


Honestiy, some software houses 
are so immodesi, and ifit really 
beats allothers, how come it's 
someone else's soltware now? 


A.E. Fisher of Prestwick, Avrshire, 
has a couple of cheats for Tranz-Am 
and Antics: 


TRANZ-AM: Load the program in 

the normal way until the main block 
ofcode has been loaded (the block 
after the SCREENS). Stop the tape 
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Eirky's found the factory key 
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recorder and press BREAK, now 
iype in as a directcommand: POKE 
25446,0: CONTINUE and start the 
tape recorder. Once loaded, you will 
find thatyou have an infinite supply 
oflives. In ANTICS, in some of the 
screens there is an exit closeto a 
sealed off portion of the screen that 
cannotbe easily gotto, but 
sometimes it is possible by going 
outofthe exit and re-entering the 
screen with the left or right button 
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pressed. You find that you pass 
through the wall, but this can 
sometimes trap you. 


Martin Kennedy from Witton,. 
Blackburn has this to say about The 
Hobbit and'3D Ant Attack: 


Inthe forest, when you see the 
bulbous eyes, wait, wait again, then 
go in your direction, then do this 
again til you are rid ofthem. Inorder 
to be certain of the East direction aí 
the gate to mirewood, when in 
rrendell say to Elrond, 'Examine 
map. Repeat this and you will get 
some food and gain the east 
direction. 

In Ant Altack, after rescuing 9 


«people, if you search the buildings 


you will find a box of ammunition. 
Also, if you have the girl (or boy) and 
you're nghtat the other end of the 
city= do as foliows. Find any of 
lhese wall structures as drawn here 
= face the girtin front of you at the 
hole, Jump forward or go forward 
pressing jump and you will jump 
through the hole. Then just sit back 
and watch the girt jump on an ant 
and she too will jump through the 
hole — vet another one saved. Good 
ILHCK, 


Imustsay, Martin, that lhe last 
sounds rather ungaliant, sitting 
watching your distressed damsel 
doing ali the mork — still... 
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ET isa strife tom land which has never imown 
peace, Particularky vicious attacks from beyond the 
mountains now threaten its very existence and the Lords of 
Ret look upon you as their onh hope .., 


Each episode of the Met Trilogy hides a short par of a 
sentence that is only revealed on completing the adventure, 
| Having come to the end of this mammoth 120K challenge, the 
first person to discover the complete message will be awarded 
* video recorder of their own choice (up to value St 400) and 
he coveted award BRITAINS BEST ADVENTURER, 
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JRH OF SOFTWARE 


Back in May (issue 4) we revigwed sever- 
al of the games from Gilsoft's GOLD 
COLLECTION. All seven games in the 
colecion are adventures written with 
Gilsofts utility THE QUILL. The utility 
itself has been riding consistentiy up the 
CRASH HOTLINE proving that many 
adiventurists want to write as well as play 
adventures. 

Very soon Gilsoft are launching their 
second Quill utility which will allow prog- 
rammers to add graphics to Quilled text 
adventures, The Quill presently has some 
graphics facility and allows use of UDGs, 
but the new program is designed to 
produce full screen pictures which can be 
combined with games written on The 
Quill. The memory required to be able to 
run programs independently is afforded 
by eliminating the original Quill editor 
when the game is finished. Full screen 
graphics are accessed by a LOOK com- 
mand. Highly detailed pixel type pictures 
will be possible, and the new utility has a 
fast FILL routine to make graphics gen- 
eration fast. Gilsoft say that the new utility 
will be available in the Autumn at what will 
be a very reasonable price. 

Two new Quilled games are soon due 
from Gilsoft. The Hollow has been written 
by Tom Davies, who brought us the 
atmosphenc Africa Gardens, Howard Gil- 
berts of Gilsofi says of The Hollow, that it 
doesn't drip atmosphere like Africa Gar- 
dens, it deluges! A man is walking on the 
ciift tops one day, and walks into a hollow 
inthe ground where he is whisked back in 
time to an age of heroes. The authors of 
Mindbender have also completed work 
on Madcap Manor. which promises to 
be another bundie of fun and booby traps. 

But for those among us who just enjoy 
playing, or indeed for those who would 
like an opportunity to see how other 
programmers have employed the ingre- 
dients of The Quill, here is a competition 
to win all the games in the first edition of 
The Gold Collection. 

The collection contains seven games: 
Magic Castle, Devils Island. Spyplane, 
Mindbender, Barsak the Dwart, Diamond 
Frail and Africa Gardens. The first ten 
correct entries pulled out from the bag will 
each receive the entire set of games 
comprising The Gold Collection. The 
next hundred correct entries pulled from 
the bag will each receive a game of their 
choice from The Gold Collection. En- 
tres should be sent (on a postcard or 
back of a sealed envelope) to THE GOLD 
COMPETITION, CRASH MAGAZINE, 
PO BOX 10, LUDLOW, SHROPSHIRE 
SY8 1DB to arrive no later than 27th 
September. 


Fr 
à ço 


GILSOFT GOLD 
COMPETITION 


All you have to do is answer the following 
questions. Most answers may be found 
with some research in issues 4 (May) and 
5 (June) of CRASH 


1. Devils Island takes its name from a 
real place — what was Devil's Island? 
2. In Devil's island, what shouldn't you 
eat just alter the start ol the game? 
“They who live longest will see most, 
is a proverb that could describe mos 
adventures, Dut which game in The 
Gold Collection is it actually taken 
from? 
Africa Gardens is an establishment — 
what sort? 
The owner ol Africa Gardens hopes 
you will never leave — who is he? 
How many treasures are there to be 
collected in Barsak the Dwarf? 
What is the central quest of Magic 
= 
What is the Mindbender? 
In Spyplane Oceania is your home, 
but what's the name of the enemy 
mainland? 
« What is so unusual about playing 
Spypiane? 
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the CRASH offices on a sweltering day 
late in July, the relative peace was 
shatiered. As Graham sat down and 
began to talk, Simon busied himself 


transforming the editorial office into a | 
tangle of cables, interfaces, monitors ' 


and computers. The occasion was to 
show off their new game, Dark Star 


and introduce us all to Basil (who 
despite the name, is female). Basil is a 


bj 
| 


sofiware development computer built | 


by Simon specifically for writing 
games for the Spectrum. Admidst the 
rattle of keyboards and sharp odour of 


| soldering irons, Graham explained 


where Crystal came from and where 


| Design Design is going to. 


CHANGE OF NAME 


First of all | asked why they wanted to 
change the name from Crystal to Design 
Design. And why Design Design? 

H conjures up the right image, says 
Graham. “We design programs rather 
than sitting aróund in some isolated tower 
writing them. But the word Design on its 
own, or Design Software doesn't really 
sound right. The hard letter D at the front 
is good, but you should repeat itfor effect, 
rather like Duran Duran - so Design 


design. 
“The thing is, Crystal goes back a bit 
and the name is associated with Chris 


| Clarke's Crystal. Chris was one of the 


original founders before he moved on to 
Artic Computing. Now we want to alter the 


| image. We want more contact with the | 


magazines than we have had and we 
want to offer a more professional service 
across the board. We'd like the public to 


| team alotmore about us, because we like 


to think we're unique in various ways. 


Graham points to the conglomeration of 
- boards, connectors and chips that make | 
up the emerging Basil. You'llsee whyina 


minute, he grins. 

| ask him whether they are altering the 
name and image now because it's the low 
summer period and Simon looks up from 


his soldering to say that they release | 
“games when lhey are ready and not 


because of the time of year. But Graham 
adds: 
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and how Crystal transformedinto... 


DESIG 


When Simon and Graham arrived at E 





Rebirth of the Things 





DESIG 


Well we have wanted to change the 
name before this, Last Christmas we did 
very well and we said, let's sit back, let's 
invest money in equipment, let's invest 
money in finding people to work. Let's do 


- what we feel we've always wanted to do 
| butnever had the funds to do it. Because, 


you see, we all started from university as 
a bunch of guys who thought, look at this 


| software that's being produced, we can 


walk all over it, and that's how we got 
together. The company is by no means 
what it originally was. 


'Chris Clarke was the originator of | 
“Crystal. was his partner. After a while, for 


various reasons, Chris left. Invasion of the 
Body Snatchas was about to come out. | 
warted to change the name then, but a 


| new software company coming out at 


Christmas is not a good idea. So we 
thought well continue on with the old 
name and then halíway thro next 
year, we'll plan it all property, we |l come 


out with some very special programs and | 


let sverybody know about it. | know there 
are programs of ours that haven't been 


received very well, allhough happily that's . 
a rare occurrence, and we would like to | 


think that by Christmas this year we will 
be more of a force than we are now.' 


SEEDING A CRYSTAL 


The software house we know as Crystal. 


originated from Manchester University — 
specifically from two rooms in Owens 


' Park Hall of Residence. Graham looked 


alter the stock and the programming 


while Chris Clarke looked after all the! 


administration. As the operation ex- 
panded, more programmers came to join 
them. The Manchester-based re-bom 
Design Design now consists of a main 
core of four, Graham, Simon, Neil Mot- 


- tershead and David Liwellyn. David is the 


company's administrator while Graham 
programs mainly on the Commodore 64. 


| Simon and Neil work on the Spectrum 


“We all started from university as a bunch of guys who 
thought, look at this software that's being produced, we E. 
can walk all over it...” 4 





We getupwh 


'* terraced house near Manchester which, 
lives with his parents in Stockport. In all 


| are quite large — we get up when we want 


| the pub when we want. lts nota 9 to 5 job, 


| to work at night," he adds. 





en we want - uam 1 
pub when we want. It's notajob, 
can programigiter 
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and used to program as a partnership. 
They now program speparately, says 
Graham. "Not because they didn't prog- 
ram well together, because the results 
show that they did (Halls of the Things | 
and Waribek of Firetop Mountain), but 
they wanted to pursue different avenues | 
ingames. Most of the games so fare have 
been more in Simon's vein than Neil's.' 
Design Design operates from a large 


|! 
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for reasons of security, they would prefer 
to remain anonymous. 

“Three of the four of us live and work in 
this house. Neil used to as well, but now 


E o ET e 


O e 


there are six people and an office there; 
We program in our bedrooms — the rooms | 


e çã 


— we program when we want — we go to 


AS 


because we've found you can program a 
lot better like that. You can program at 
night when there's no noise if you want. 
Simon glances up, Basil is almost | 
ready. 'In fact most programmers seem 


We laugh about Imagine's PR type ads 
where the programmers of the mega- 
games are shown living offCoke and junk 
00d. Well thats true, says Graham, | 
P mmers do need something. | 
need to smoke. Simon drinks Coke at | 
horrific rates. Jon Ritman drinks cófiee, 
thick, black tar! lf's anything that requires 
mind concentration you see.' 

How do the Design Design team go 
about writing programs? | 

Most times it starts off as trying to 


— e e e e o om 


| prove a point, like with Dark Star, Simon 


goes on. | bi vou could do 3D 
graphics at speed and no one else did. 








ESTE 


is RE: ] a T em 
PR Ra A 1 a sa EA comi É ' Ê E 
og] ge, Melua Me Re ça E EA, oe di E Es e -— 
RA a Dad Ba ri Cr TA: 


we prmwhen we want- wegotothe 
'a 918), because we've found you 


Mm sro SE. 
= R 





na lobnier like that.” 








When it's going we get all the people in 
the house, because its almost a com- 
mune, and any of our friends, and we play 
about with the coding — what if we change 


tne speed of the aliens, etc? And when , 


thais done we don't go and play with it 
again until a couple of weeks or so, and 
then you do it all again. Eventually you 


end up with a program that's had a lot of | 
| ideas and different versions tried. Then | 


take it downto my brother, who's a school 
teacher. They've got 60 pupils with Spec- 
ums and we give him a copy and say, 


"ont, pirate that! | come back in a couple 
O 


weeks and go in and see them playing 


and that's where | get my feedback from: | 


Graham takes up the point about prog- 
rammers. We think the programmer is 
important — people like a Simon Brattel 
program — they go and buy a Simon 
Braltel game — fts not the compan 


they're buying. There's am awful lot of | 


companies out there that are the Com- 
pany image. Just because it's Imagine, 
doesn't mean it's a good game. 


There's also the advantage of pushing | 


the programmmer instead of the company 


| Image, that when a game fails to excite 


the buyer, it doesn't necessarily put peo- 
ple of the company, | point out. 

Well, IÉs the Woolufl, for example, did 
not get well received, Graham staris. 

Hs my faut Simon interjects. 'Be- 
cause | looked at it and said, ah, is a 


sprite game. People like sprite games, ! 


lets sell it, It was a well written sprite 
game, butit's like a blind spot because we 
don't like sprite games so | couldn't see 
that it wasn't going to be received well. 


Now we don't want that to impair the | 


chances of, say, Dark Star, because it 
isn't the same person who wrote them 


E Doih, Graham adds. His next game 


(Martin Buller — /t's the Wooluff is very 
g00d though — excellent. It's one of those 
car driving games like Atari's Pole Posi- 
lion. He's done it almost as well as the 
arcade. I'm really staggered because ['d 
written it off as one you couldn't do.' 









E Space screen from Dark Star 


Hyper Space Tunnel from Dark Star 





FROM THE BEAST TO 
BASIL 


A clatter from Simon's long, customised 


keyboard announced that Basil is up and | 


ready with a new game loaded from disc. 
But before we gather eageriy around the 
screen for the preview, Graham and 
Simon explain the equipment they have 
brought with them. 

Às you notice Graham starts, 'we 


- dont trust anyone else's hardware. We 


moked around for something to write 
software, but gave up. We're both origi- 
naly electronic engineers so we did it 
ourselves. Simon's built all of his compu- 
ters — he's never bought a commercial 


| computer. 





Tdid buy a Beeb,' Simon adds quietiy. 
At this point he rumages about in an 
amazingly battered brown suitcase which 
saw his mother through the war, and : 
produces a long PCB strapped between 
aluminium frames and introduces us to 
The Beast. The Beast is the development 
system designed by Simon and on which 
Halis and Firetop were written. 'Itbacame 
unreliabie after a bit, so | designed Basil 
he says. 

Graham takes up the story. 'Now 
Basil's got half a megabyte of RAM, the 
ZB0 processor runs at 7 meg and the 
dises have got hundreds and hundreds of | 
Ks flying around. It is specifically de-: 
signed and devoted to writing software for 
the ZX Spectrum. We've got the Zeus 
Assembler in there, all written by 
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ware for writing the programs. 


“ we do all our own hard 


We don't go out and spend £7,000 on Sages like Imagine 
did — it didn't get them very far.” 








Basil 


“ourselves, the whole operating system | 


and everything in there is tallor-made for 
writing software for the Spectrum. No one 
| else we know has done that and that is 
one reason why we consider ourselves 
+ ungiue, in that we do all our own hard- 
ware for writing the programs. We don't 








The Beast 


mu 


| tell him that | agree. 


'Can you say that in the article?” he | 


demands. 
| agree to that as well and try to explain 


18 that when CRASH was first conceived | 


go-oui and spend £7,000 on Sages lke | 


Imagine did when they were still alive — it 
didn't get them very far. You're wasting 
your money. Basil cost about £500 not 
including the discs. Imagine had 20 


Sages and had placed an order for 34 


more" He looks scandalised at us. 
“The one thing about Sage, says 
Simon, + that for writing ZB0 programs, 


Basil outperíorms it by about 5 to 1 for 


speed because it's designed to. 

'So we've got the hardware side, Gra- 
ham continues. “You can appreciate the 
hardware and how il works. You know 
"that when you're doing a certain instruc- 
tion that's how many T-states it takes and 
you know thats why it takes so many 


T-states. You can write more efficientand | 


' faster codes. 
| '50, as yOU can see, we re not a group 
of people who brought the ZX81 and 
learmi programming like that. We've gota 
very solid backgrôund in all aspects of 
: Computing. If you can build your own 
| computers then you know how they work, 
you-know how to pull the best out of them, 


you know how to really stretch them to the | 


limits. 


REVIEWS & REVIEWERS 


By this time CRASH reviewer Matthew 
| Uffindell is anxioushy hovering around the, 
as yet, blank screen of the colour monitor, 
' awaiting a glimpse of Dark Star. But 
Simon has the game firmly botiled up 
: inside Basil. Before we look at anything, 
he says sternly, “there's something | want 
to chat about, because | don't like the way 
you review games at all. This Use of! 
colour, Use of sound = | mean, let's 
suppose Mike Oldfield, say, comes out 
| with a new record; can you imagine any 
reviewer who said use of bass quitar, use 
of keyboard, would get very far” 
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didn't want to have ratings, hoping that | 


the reviews would stand on their own. But 
everyone else concerned with the project 
felt that magazine reviews had to have 


"ratings. 


Graham joins in. 'A case in point. On 
Invasion of the Body Snatchas we felt the 
actual review, what they said about the 
game, was very fair — 

“What they said about the game in the 
critical comments, Simon interjects, was 


spot on. It has to be because ifs some- | 


one's opinion. 

'But the ratings were wrong, Graham 
says. Itgot67% (69/22 in fact) and ihey 
said this is a very nice version of Defender 


| for the Spectrum, shame about'the lackof | 


sound, And then there were programs in 


Planet screen from Dark Star 





the same issue that they said, this is 


| absolute garbage but its got nice | 


graphics, as in big blobs moving around”. 
And itwas getting the same overall mark. 
So we felt untairly done to because if 
someone had read the two reviews they 
would have felt that Invasion was a tar 
superior program to the other one; BUT df 
they just looked aí the ratings (which an 
awtul lot of people will do) and then read 
the review if it looks like a good rating, 
then they would get totally the wrong | 
idea. 

We go on to talk about the ethics of 


| reviews in general and Graham points out 


that they differ with CRASH in several 


| respects where games we think are good, 


they think are not. But cleariy the game 
that has most annoyed them recently in 
Psytron. “R really got up our wick, Gra- 
ham says indignantly. “Not because it's 
selling well but because they get up and 


say that that program makes other prog- 


rammers gasp! And it doesntF 

H you're not an honest programmer 
you're not going to write an honest game, 
Simon adds. "We know a lot of program- 
mers in the industry and you find that 


| programmers have a very different opin- | 


ion Of their games to the market. 
So how does he feel about his games? : 
“Halls of the Things is our game. It's | 


“lgaps and bounds above anything we've 


ever done. That's an honest opinion. Ifs 
not my program because three of us 


wrote it, | dont necessarily like my own 


programs just because | wrote them. That 
would be stupid because if you had thai 
attitude you would accept any old gar- 


| bage. Programmers can't have that atli- 


tude. | hate Invasion of the Body Snaich- 
as. | dont like the game. Hommel's 
Revenge was a disaster. | don tknow why 
people like playing it because its too 
slow. 

What about the reviewers accusation 
that Invasion lacked sound? 

“There's this class of games which are 


very predictable. À case in point = 'm not 


insulting it — is Manic Miner. Matthew 


Smith knows exactly how long it's going to 


take to do each frame of display because 
hell save on the monsters, they're always 
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| and | were playing 





about lhe same size and speed, so he 
can make noises because he can inter- 


E leave the highs and lows as it is predict- 


able. In Invasion you can't do that be- 
cause there's a random number of mons- 


 ters, there's a random number of projec- 


tiles, the landscape changes, alithe times 
vary 80 you can't get up and actually 
make a proper noise. What you have got 
to do is stop the game, make the noise, 
and carry on. Of the other versions, 
Defenda (Interstella) is silent — they've 
seen the problem, Siarblitz (Softek) 


makes nóises and you can see il jerk. 


This is why we didn't put sound on the 
screen, 

S0, ff Simon dislikes Invasion so much, 
why do it in the first place? 

Tdiditto prove a point. A friend of mine 
| b Defenda and he 
said you couldn't do a Defender on the 
Spectrum anything like as successfully as 
Acom Soft's. | got up and said you could 
and spent the next two months regretting 
t! And that's also what happened on Dark 
Star. The same friend said vou couldn't 
begin to do proper 3D oraphics at high 
speed on the Spectrum. | thought, night! | 
hate 3D games, they're all dreadtul, 
they're slow, none of them do the stars 
property, they're all terrible games, they 
all look hacked, Lets get up and do 
something about it. So Dark Star was 
developed from someone saying you 
couldn't do it properly. 


PIRACY 


By now everyone is watering at the | 


mouth. When will the amazing Dark Star 
be revealed? Notyet it seems... 


Talking about releasing games natural. 


ly leads to discussion of piracy. Design 
ign seem to take a very philosophical 
view of it all. Says Graham, We wouldn't 


o and sue a kid for copying our program. | 


e'dhave a go atany company that does 
t. Someone did it with Rommei's and 


| were in the process there, Luckily, 


though, none of our games have been a 


Sabre Wulf or an Afic Atac such that if | 


they run off a thousand illegal copies and 
dump them on the market nobody's going 


to notice those extra thousand and 


they re definitely going to sell because it's 
oniy been out four days. Ours seem to sell 
Stgadily for a long while. It's incredible 
how Halls still sells. 


MSX AND THE 
SPECTRUM 


"So how many programmers are there | 


working at or with Design Design? Gra- 


ham isn't specific, apart from the actual 


members there are a number of others 


| Who market through them and the four 


men in the team are in contact with other 
well known programmers who contribute 


to the spint of Design Design but go their 
Ritman | 


Well on the Spectrum frontwe've gota | 


own way in marketing, like John 
(Bear Bovver). 


ot of good programmers,' says Graham. 
We've also got a good Dragon 32 prog- 
rammer. Some our Spectrum program- 
mers will be time-spliced to do work on 
the Amstrad because the Amstrad is a 
nice machine. You can forget MSX! 
Simon, who has been sitting at his 


Heyboard playing Space Invaders to keep 





| Matthew Uffindell on à keener edge for 


around. 'MSX is a temible standard. It is 
 terrible, he repeats emphatically. “Em 


| Cause no one's gone on about the hard- 
ware on the MSA. lts got a sprite chip. | 

| There are going to be a lot of companies 

| inthe market who write sprite type games 


| reasonably good and they prefer it to the 
| the Amstrad you've got a raster display 
| like on the Spectrum. You can do whatev- 


"the MSX you just do this pretty shape and 


not ant-sprite. But you cannot have 


get at the video display memory. Im 


- altemative. The software industry will go 


“MSX is a terrible standard.. I've seen some of the MSX 
games and a lot of people looking at them say, oh they're 
garbage but they'|l get beiter. But it WON'T get better. You 
can forget MSX!” 











Simon 


the revealing of Dark Star, suddenly leaps 
animatedly to his feet. Can we put a point 
across about MSX? We all look up 
expectantiy. MSX has been on every- 
one's mind recenthy. 
Simon walks to the window and turms : 


speaking as a designer. That's why | was 
stressing | can design computers. Be- 






Graham 


| living because they are very go0d in one 
particular niche. H you've got a standard 
for machines so you can write one game 
| for all computers on the market — SUppos- 
ing this horrid situation should ever arise — 
then the software houses who are best at 
sprite games are goma crush everyone 
else. Its not good for the British computer 
industry to throw it all away to some 
Japanese standard that isn! really a 
proper standard anyway. 

“Another point is, it is claimed, thatMSX 
has good graphics. |'d just like to reintorce 
this point — graphics doesn't just mean 
preity shapes. Dark Star does not have 
pretty shapes — the reason it's got good | 
graphics is because it moves fast 
araphics should be interactive. Now the 
thing about MSX is: that the update on 
display is so slow that you can't do vector 
graphics so you won't be able to do 3D 
games like Dark Star, Rommeis Re- 
venge or Combat Zone. I've seen some of 
the MSX games from Japan anda lotof | 
people looking at them say, oh they're 

rbage but they'll get better because the 

pectrum games got better, Butit WON'T 
get better! Because MSX isn't an open- 
ended system. Spectrum games were 
awiul when they first came out because 
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who will love that computer. 
Graham joins in. “Ocean, although 
they're not too keen on the MSX, think it's 









Amstrad. And the reason is because on 








er you want with it. BUT you've gotto think | 
about it and write software to drive it. On 








snove something out of a port. 
Simon taps the edge of the desk firmiy. 
Let's get this straight. Sprites are fine, I'm 









ONLY spntes, and that's more or less 
what MSX has done. Because you can' 








seriously opposed to MSX. People are 
going to fall left, right and centre for MSX ' 
because it suits their sprite games. Butin 
six months time, when everybody's tire of 
sprite games. there's going to be no 









poomph! 

On top of that, he continues agitated- 
'y, Idont think a standard is good for the 
software industry. At the moment there | 
are lots of software houses who eke out a 










they programmers didn't know what they 


versalile you can get to do better and 
better things with the machine. The Spec- 
| trum encourages you to write different 
programs for it. And a programmer cant 
| ask for more than a good processor like 
the ZB0 running fast, a reasonable 
amount of memory, which the Spectrum's 
got, and a display which is easy to getto. 

We make the analogy that lhe musical 
equivalent ot MSX in the music recording 
“industry would force musicians to write in 
onhy a very specihic way, himiting music to 
"a Single type. Simon points out that the 
Spectrum, which isnt a sprite machine 
nevertheless has probably the besi sprite 
games written for it, like the Ultimate 
games. 

Well what aboutthe OL then? There's a 
moment of silence and they both laugh. 
- Hah! Forget it, its ternble, its already 

failed. We knew it would, says Graham. 


DARK STAR AND 
BEYOND 
Finally, 


ly long, custom keyboard, caling up bits 
of Dark Star from disc and dumping it into 
the Spectrum. Às the first sheet appears, 
deep space, spinning plasma bolts, alien 


perfect 3D, we gasp atthe sheer speed of 
the graphics. No one has seen such fast 
or smooth animation. “Star Wars' some- 


tavourite of recent months. 

dont mind the association with Star 
Wars, Simon says as he defily keys 
himself between two zooming tower 
blocks (he hates joysticks). The iba IS, 
though, that we thought of it before Star 
Wars and it does look like Star Wars. 
was an original game and fate x x x x Om 
USE 
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were doing. But because the display is | 


the moment arrives. Simon is | 
clacking away noisily on his extraordinari- | 


ships, an amazing star field moving in | 


one multers, recalling the great arcade | 








“Iwill try and do noises on Dark Star. Butit's basically that 
if you put noises in you slow down the game.” 


Each Crystal game has incorporated 
some sort of innovation like the loading 
routine which gets nd of the flashing 


border, like the proportional spacing used 
“in Hi-score sheets - Dark Star's innova- 


ton is its amazingly flexible front end 


“which incorporates, for the first time ever | 


on the Spectrum, truly user definable 
keys. And they mean KEYS because on 
Dark Star you can define any key (except 
the top row) to a function, you can have as 


| many keys as you like to control a function 
and indeed you can have the same key | 


controlling two or even three functions. 
This means, for instance, that it is possi- 
ble to select accelerate and fire at the 
same time if you wish, or keys to make 


| your ship accelerate and dive whilst bank- 


ing to the left — and so on. 

There are three sheets on Dark Star, 
although the game is still in its uniinked 
pieces, and t may be that more detail will 
be added before its planned release. 
There is a space sheet where you are 
attacked by alien saucers firing plasma 
bolts and you can fire back. You can also 
enter hyperspace fields which take you 
into the second sheet, a starting 3D warp 


tunnel which weaves all over space. This | 


more resembles a. road race game, be- 


cause you can fly out of the tunnel and | 


see it weaving through space below or to 
the side of you, but the longer you are out 
of its enclosing protection, the more dam- 


age you sustain. The third screen takes | 
| place down on the planet surface, the 
stars now forming the lights of a huge city. . 


Tower blocks rise into the night sky, some 


of them friendly, some alien and firing at . 


you. 





Name 
Address 


lenclose £ . 











Behind all this action, there lies a 
strategic plot about rescuing princesses 
from towers, accomplished by batiling the 
enemy for planets to gain supreme con- 
trol. Hit all seems too difficult, Simon has 
designed the front end to allow the player 


to completely customise the entire game 


to suit players' skills and growing abilities. 
And what about the sound? Simon 


| gives a short laugh. “1 will try and do 


noises on Dark Star. Butil's basically that 
if you put noises in you slow down the 
game. So what we shall doe is hack 
things into the divide routine. In between | 
sheets we'll do something.' 

As the others get to grips with Dark 


| Star, Graham tels me about Design 


Design's other new games. They're re- 
leasing Halls of the Things for the Com- 
modore soon, theres another space | 
game provisionally nicknamed The Spin- 
ning Around Game which is for the Spec- 
trum. Martin Buller, who wrote lts the 
Wooluf! is ai work on a racing game and 
the team are at work on the sequel to 
Halls, Retum of the Things, which should 
be ready for Christmas. “f you think the 
monsters were mean in Hails, wait until 
you see them in Aelum" Graham says 
enthusiastically. 

Alter some four and a half hours, 
Graham and Simon pack away all the 


| equipment. Basil is retumed to her bat- 


tered suitcase, the one that saw mother 
through the war, and the two program- 


| mers head north for Manchester. We plan 


to make armangements for a photo- ' 
grapher to visit them next week to get | 
pictures of everyone and then peace 
setiles once again on Ludlow. 


€ ROGER KEAN 
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You are sitting in the cock 
approaching the runwa 
instructor! Okay, so he had given you th 
on how to land this bird a fortnight ago, a 
over and over again and think you know th 
step by step, on how to approach the lan 
said it would be dead 
in the co-pilot's sea 


along and making 


experience and live t 


were zero and that the result 


easy and yet, where 
t, talking you genti 
sure that you de 
O see it. 





Leaming machine code may 
hot ba as dangerous as learning 
to fly, but the same principles 
apply, You may buy a book on 
how to leam machine code, 
read all about the different com- 
mands and their effects, then try 
them out entering the mnemo- 
hics, assembling and running 
them by entering the famous 
last words: RAND USR.. 
CRASH! 

A long wait... Nothing. A sigh 
and a reach for the Spectrum 
power plug. You may not die, 
oniy your pride is hurt and you 
do get another chance... after 

ing the assembler again. 
The trouble is you don't know 
what went wrong and begin to 
nave doubts about your ability 
to learn machine code. Worst of 
all you will onky enter the exam- 
ples following the book word by 
word, for safety reasons, but 
without really knowing what you 
are doing. You won't stray and 
experiment, because you could 
CRASH again... 

Well, why risk life and limb, 
when you can earn your wWiINgS 
in a flight simulator. No danger 
here, your approach is re- 
corded, all the instrument read- 
outs monitored and if some- 
thing goes wrong, such as 
forgetting to lower the landing 
gear, you just step out, get told 
of by the instructor and have 
another go. Wait a minute, why 
not develop a simulator for 
machine code tuition? 

Well, Malcolm Evans has 
done just that. Stick the L-plate 
on your Spectrum and follow 
the leader; 


THE COMPLETE 
MACHINE CODE TUTOR 


The first aid kit comes in a 
plastic enclosure and consists 
of two cassettes and, oh no, the 
dreaded manual. 

The assembler/simulator 
program is recorded on each 
cassette followed by groups of 
lessons which you are asked to 
load from within the program. 
You can also select not to load 


any lessons and proceed to 
experiment on your own using 
the assembler and simulator as 
a general purpose training 
ground, but if you are à new- 
comer, you'd best stick to the 
lessons to start with. 


PROCEDURE | 


The Complete Machine Code 
Tutor (TÊMCT) covers in 35 
lessons all the instructions on 
the Z80 microprocessor. Each 
lesson consists of a detailed 
description of the instruciions 
with all their effects registers 
and flags, followed in most 
cases by an example program. 
This example shows an ãp- 
plication of the instruction and 
forms the basis of the exercises. 
The example is displayed as an 


pit of a Lear jet at 1000 feet and 
y at a sickening speed. Damn the 
e instruction manual 
nd you have read it 
e proper procedure, 
d. The insiructor had 
is he? He isn't sitting 
y down, guiding you 
velop a hands down 
- He knew your survival chances 
would be a CRASH! 





contents on the lower part of the 
screen. The example may be 
rerum several times and when 
understood there is the option of 
editing the existing source code 
of the example and ex 
penmenting with the com- 
mands to hearts delight. The 
code is reassembled and the 
simulator activated. It is here 
that you will notice that the 
simulator is highly intelligent, 
avolding any program crashes 
and displaying your lapses with 
English error messages. 

It is this feature which can 
endear the TCMCT even to 
experienced machine code 
programmers, as it allows you 
io experiment without ever get- 
ting into serious trouble. It eli- 
minates the reluctance tô risk 
daring manoeuvres and gives 
you the necessary confidence 
to learn machine code. 





assembler listing with memory 
address, object code and 
source code. To see the effect 
of the commands, the program 
may be “run. The simulator 
takes charge and lets you single 
step through the program, dis- 
playing after every step the 
latest register, flag and stack 
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THE MANUAL 


The manual need only be read 
at the beginning. A list is given 
of the assembler instructions 
recognised. These pseudo-ops 
are commands to the assemb- 
ler instead of to the processor 
and consist in this case of 
DEFC N (Define byte), DEFW 
NN (Define word) and BIN N 
(same as DEFB N, but the 
simulator will display the mem- 
ory contents in binary rather 
than hex or dec code). 

Next to this list thirteen error 
messages are listed, which the 
assembler will display upon 
aborting the assembly. These 
include error trappings such as 
unknown instructions, missing 





spaçes, brackeis or numbers, 
too large or labels too long or 
not found etc, are very compre- 
hensive and should pinpoint the 
offending item quite clearly. 
There are also six different error 
messages listed which will 
appear when the simulator tries 
to run runaway assembled 
code. These include useful 
items such as; 

PROGRAM COUNTER HAS 
JUMPED TO NON VALID 
ADDRESS: PC jump to an 
address which is not the be- 

inning of an instruction line, 

YOU ARE TRYING TO RUN 
CODE IN ALLOCATED 
STORAGE AREA: PC jump 

to a storage area, 

YOU ARE ABOUT TO 
AFFECT MEMORY AREA 
NOT ALLOCATED TO 









= dl 
E 4 
eo q 


YOU: You are trying to load 
a memory location not allo- 
cated to the work area 
(16384 to 23295 and 32000 
to 32192 allocated). 


mil Fam 
Eai Ep 
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YOU ARE ABOUT TO WRITE 
MEMORY WHICH WILL 
AFFECT YOUR PROG- 
RAM: You are trying to load 
a memory location within 
ad ram instructions. 

THE STACK POINTER IS 
OUTSIDE  ALLOCATED 
MEMORY AREA: SP out 
side 321983 to 32255. 

THERE ARE TOO MANY 
REGISTERS CALLED UP: 
Too many registers are 
used, but the simulator will 
run displaying only part oÍ 


these registers. 
A list of all keys used aí 
various stages ol the 


assembler/simulator with a full 
description of their functions is 
given, but the layout is so logical 
that after two minutes of use 
vou will feel at home and be 
able to concentrate on the les- 
sons. 





CONCLUSION 





The TCMCT is the first of its 
kind of program which gets the 
Spectrum ówner on to a good 
footing with machine code and 
eliminates all the usual anx- 
ieties and long recovery proce- 
dures (from CHASHES) associ- 
ated with machine code ex- 
perimenting. The lessons in- 
clude all the Z80 commands. 
These are explained in detail on 
screen, but tor the total begin- 
ner it may be necessary to read 
a more general description of a 
microprocessor system with ex- 
planations of the various fune- 
tion blocks and the general 
modus operandi. lh is highly 
recommended to purchase the 
Zilog Technical Manual, which 
not only gives a short and pre- 
cise description of the Z80 CPU 
architecture, but also provides a 
reference manual for all the 
commands in the practical 
Group Table form together with 





Of beneficial use is the list of 
ali the lesson headings together 
with a summary of the ZB0 
instructions, so that at any time 
the appropriate lesson may be 
recalled for further study of a 
particular instruction. The 
appendix contains tables for the 
effect of instructions on flags 
and the obligatory pictorial 
scription of the shift and rotate 
functions. A very useful idea is 
the glossary, which should help 
the beginners understand the 
necessary computer jargon 
which separates the men from 


the boys... 


the necessary execution tim- 
ings. It must be understood that 
TCMCT is only intended for 
exercising machine code, 50 no 
provision is made for relocating 
the assembler/simulator or for 
positioning the object code at a 
specific memory start address. 
TCMCT is not a full blówn 
assembler/editor/monitor with 
which complete commercial 
ograms may be written. It is 
| er the best machine code 
tutor and no serious Spectrum 
programmer should  leam 
machine code without it. 


Franco Frey 
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By MORNING 
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ALTHOUGH 17 
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HOURS LATER, THE DESCENT | 
É LER TO A WIPE LEPGE,ONE 
| KILOMETRE BELOW THE RiMu 
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THE WALL? | 
POQN WHERE THOSE / 
à BiRPS RrE 
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Saida 


ELECTION 


Producer: Mastertronic 
Memory required: 48K 
Retail price: £ 1.99 
Language: BASIC 


The aim of the game is to de- 
lend the parliamentary seat of 
 Pendell by choosing your man- 
festo from given points, within 
10 days and with a budget of 
£5,000 and any donations you 
may collect along the way. In 
other words Election is a 
RE game. 

At the start of the game you 
must select the party you wish 
to represent, Tory, Labour, 
Alliance; and then choose three 
of the points offered for your 
manifesto. You are shown what 
points the two other parties are 
campaigning on. Pendell is split 
up into 24 streets, and the poli- 
tical colour of Pendell can be 
Seen as the streets are listed 
showing how many houses 
support the various parties. 
From then on the game offers 
up the usual allowance of op- 
tons such as attending meet- 
ings in different streets, where 
value points are provided for 
you to use in answering ques- 
tons tabled. You may rent bill- 
board space in specifically 
offered streets, or buy advertis- 
ing in the local newspap- 
er. Then there's the street by 
Street canvassing, when you 
dd abra how many to visit in 
a day. When renting billboard 
space, attending meetings or 
canvassing, the program in- 
forms you of the political colour 
of the street in question, 

In between the campaig 
activities, various random dis- 
asters can strike such as your 
campaign manager running off 
with the funds. When the 10 
days are up, it's time to sit back 
and watch the votes come in, 
street by street. 


CRITICISM 


| 0 Standing for pariament is 
one thing but defending a seat 
in am unresponsive town like 
Pendell is another matter. This 
| game seems to have been put 


outuntinished and it's very unin- | 


teresting and very boring. | won- 
der whether the programmer 
ever played this game...?” 


O For£fi.99this mustbe one o! 
lhe best value for money games 
| have seen. The election 
simulation is rather absorbing 


and acdicive. Several corect | 


political! opinions are in there, 
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The political colours o! Accacia Ave to Manor Drive — Election. 





like Common Market, defence, 
unions etc. really is a good 
game, | thoroughly enjoyed it 
On the subject o! low budget 
games such as this, | would say 
that the text type simulation 
would usually be the best value 
for money as low budget games 
are rarely written in machine 
code for super smooth 
graphics, so lhe BASIC type 
Which do not rely on graphics, 
like this one, are better suited. ' 


O Election actually seems in- 
teresting for the first few mi- 
nutes, but then it becomes te- 


dious. You are following the | 


same limited number of options 
time after time for ages. A day 
seems to take forever, but the 
worst isn'tover. When the game 


is complete and you 'sitback to . 


watch the results coming in, the 


twenty four streets take almost | 


15 minutes to complete. 15 mi- 


nutes when all you do is sitback | 


and yawmn. | really can't see this 
being thought of as exciting — 
after all, it is a simulation, not 
reality, and therefore has little of 





the real excitement attached to 


| an election, and no justification 


for the long wait. 


COMMENTS 


Control keys: general entry 
Use ofcolour: generally 
uninterestin 

Graphics: mainly text with 
small characters for houses 
Sound: poor 

Skill levels: 1 

Originality: election games are 
hardly new, and this one has 
little to offer apart from the long 
etection day sequence 
General rating: two reviewers 
thought it a waste of time, one 
thought it above average to 


Use of computer 40% 
Graphics NA 
Playability 28% 
Getting started 35% 
Addictive qualities 38% 
Value for money 45% 
Overall 37% 





S.0.5. 


Producer: Visions 


' Memory required: 48K 


Retail price: 25.95 
Language: machine code 
Author: Simon Ffinch 


S0.S. stands for Save Our 
Souls, the international distress 
signal. You may already know 
this, but if you don't the learned 
intro on the cassette blurb will 
tell you. In this case the 5.0.5. 
IS coming from stranded astro- 
nauts on a planet surface and 
IEs your job to fly a shuttle down 
to the ground and rescue them. 





From this you will already 
have gathered that what we 
have here is another 'Rescue' 
or Lunar Lander type of game. 

















In this .version the animated 
mothership is quite large. Your 
shuttle is equipped with a thrus- 
ter and laser fire which shootis a 
beam out in the direction of 
vertical movement. it's needed 


| because there are asteroids in 


plenty on the way down and 
firing aliens on the way back up. 
Each astronaut, there are six, 


| must be rescued one at a time 


by landing on one of three plat- 
forms on the planet's suriace. 
With each landing the platforms 
are reduced in usefulness, thus 
reducing your choice of landing 


| Sites as each rescue is carried 
' out 


Progressing to harder 
screens, there are more aliens 


| to dodge and pulsing stars | 


appear at the edges of the land- 
ing sites, making the final 
approach more difficult. Points 
are scored for space debris shot 
to pieces and for the rescue of 


| the stranded astronauis. 


CRITICISM 


O li does get a bit hard to 
determine the value and worth | 
of a game like this because one 
has seen so many versions ofit. | 
| remember Silversoft's one 
being quite good. This version 
does have some nice animated 
aliens with plenty of variation 
and colour. The shuttle moves 
rather well and can put on quite 
a tum of speed when neces- 
sary. | would say this is the 
hardest to play Ive come 
across. | thought, perhaps, it 
was à bit unplayable in fact, but 
once you get used to the alien 
movement it improves. | find 
Lander games of medium 
addictivity, and | suppose it's a 
matter for personal taste really, 
but | think this is a pretty good 
version for the Spectrum. 


O At first this looks like a nor- 
mal Lunar Lander that has 
been jazzed up a bit with ani- 
mated graphics, but as it tums 
Oui if is an exceptionally 
aggressive version, This game 
isn't tun at first because it is foo 





Like a jaws-agape Grouper fish, the mothership hovers over the shuttle as H takes of in8.0.8. | 











= quieta 


difficult, but as your skill im- 
proves, 50 does the fun. | think 
they ve made the first screen 
too hard to be enticing. The 
“graphics are unusual and 
varied and colour has been well 
used. But essentially this is a 
Lunar Lander, and if you like 
the game lype. you'll probably 
enjoy this tough version, but 
generally | would say il isni 
wont bothering with otherwise, 
because lhe game isn't original 
enough. 


O The best version I've seen 
on the Spectrum, with colourful 
aliens and meteors that move 
smoothly in all directions. | parti- 
cutarty like the way your res- 
cued colonist falls out of the 
shuttle if you fail to dock accur- 
ately with the mother ship! Very 
painful. 5.0.8. is quite tnicky to 
play because of the proliferation 
of aliens, and therefore man- 
ages to hold the attention well. 
Quite addictive. 





COMMENTS 


Control keys: Z/X lefvright, N 
to fire, Mto thrust 
Joystick: Kempston, ZX 2 
Keyboard play: reasonable 
layout and responsive 
E re g00d 

raphics: good 
Sound: in space no one can 
hear you scream, but these 
aliens are fairly noisy 
Skill levels: 1 but with 
progressive difficulty 
Lives:3 
Originality: there have already 
been at least four versions 
before this one 
General rating: generally 
considered the best version for 
the Spectrum of what is now an 
old game, 


Value for money 64% 
Overall 65% 


| HOW THE RATINGS WORK 





Under 30%  awastenltere 

SAD generally poor. bulmay appeal 
tirspine 

41-50% average 
reasoncile d type ol game 
esperei 


good on mos bonus 
genial recommended 
hugiiy recorrenended 
| knight o! the Brdesh Empire 
Above SO morno iail 
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Use of computer 64% 
Graphics TO % 
Playability 58% 
Getting started 65% 
Addictive qualities 69%. 
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One of the track events in Buifer's Alhiete. 


ATHLETE 


Producer: Buffer Micro 
Memory required: 48K 
Retail price: £5.50 
Language: machine code 
and BASIC 

Author: D. Webb 


base, reviewed this issue), 
Athlete employs animated. fi- 
“ab in the running events. 

hese include the 100m and 
400m sprint, the 110m and 
400m hurdles, The only other 
event is the hammer throw. This 
is sgen directly from above with 
the figure of the thrower as a 
pair of arms and a head in the 
circle. 

in the running events you 






PQUES 


 CISTONCE TDT om 


Yes, that's “you”, Hat on your face after tripping over a hurdie, 


compete against two other run- 
ners controllad by the computer 
= this |5 a single player game. 
There are two bar codes at the 
base, one for p 
indicating distance to go. The 
speed of your runner is key 
controlled, but judgement is re- 
quired to ensure you don't run 
out of power before the race 
inishes, In the hurdies the jump 
key is used to get over the 
obstacles and power is again a 
factor in winning. 

In the hammer throw the 
character staris to spin and you 
must judge the right moment, as 


— E 
E : = 


| | CRITICISM 
Like Micro Olympics (Data- | 


sr and one 


his speed increases, to loose 
the hammer. Waiting too long 
will result in a No Throw, 

Before each event, which fol- 
lows on automatically from the 
Other, you may select the skill 
level from 1 to 10. The hammer 


throw is interspersed betwen | 


the other events, 


O Athieis is a fairly playable | 


game, it has a beiter running 
method than Micro Olympics — 
more practical anyway. The 
game tends to lack variety and 
atmosphere, with only running 
events and a hammer 
throw. | quite like the strategic 
element whereby energy has to 
be conserved and used approp- 
riately. Overall, not as good as 
Micro Olympics but better than 


Ao 


many we've seen. 


O The first thing | didn't like 
about this game was that a ten 
second delay occurs while a 
menu and other iext is display- 
ed, which happens between 
each complete game — not very 
good if you want to get on with 
the game. | found the game 
uncompetitive and, if anything, 
boring to play. The skill levels 
range irome easy to impossible, 
wnere you don t stand a chance 
against computer controlled 
athleles. Overall, not a very 
adoictive, attractive and play- | 





able game.' 
O 'Athleteis a lot better than the 


spate of running, jumping and | 


standing still games we've seen 


recently, but it lacks muen in the | 


way of events and therefore in 
playability and addictiveness. 


The animated running men are | 
| quite good although the ham- 
mer throw is a bit basic looking. 


The running is controlled from 
the keyboard or joystick on a 


| Tast, slow, jump basis, which is . 


kinder to the computer than the 
method employed in Micro 
Olympics, but it simply isn't as 
much fun either. | became 


bored quite quickly with this 
one; 





COMMENTS 

Control keys:5 or 6/7 and 8 
faster/slower, O to jump 
Joystick: AGF, Protek, 
Kempston, ZX 2 

Keyboard play: responsive, 
pasy to use 

Use of colour: not much 
Graphics: average to fair, 
reasonable animation 

Sound: very poorto none 

Skill levels: 10 

General rating: fair to average. 
Use of computer 60% 
Graphics 3890 
Playability 47% 
Getting started 57% 
Addictive qualities 39% 
Value for money 45% 
Overall 51% 
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PLANETFALL 


Producer: Argus Press 
software 
Memory required: 48K 
Retail price: E6.95 
Language: BASIC with 
machine code 
Author: T. Garden 


(Spectrum adaption by 
P. Rawling) 


Planetfall comes is a larger 
sized cassette box containing 
“detailed instructions on what is 
in fact a trading e Joe 
game. Between 2 and 12 play- 
ers may take part, handing one 
or more cargo ships across the 
guifs of space between a max- 
imum of 15 star systems. Your 
ships can carry up to six com- 
modites which are in demandin 
varying quantites at different 
star systems; these are Ura- 
num, lrom Ore, Machinery, 
Medical Supplies, Computers 
and Gemstones. 

At the outset, if you are not 
loading a saved game, the play- 
ers are asked to enter their 
names, the number of shi 
they wish to own and then the 
names of the ships. Next task Is 
to decide on how many star 


pé s are desired by the 
players and enter that. The dis- 
pay then cuts to the Galaxy 
Map, a two-dimensional repre- 
sentation showing the relative 
positions of the star systems 
chosen with Sol in the centre. 

À key-press takes you to the 
Commodity price list and time 
display. This list shows the 
buying and selling prices of all 
commodities on the various 
planets — planets never buy and 
sell a commodity at the same 
time. Travel time from your cur- 
rent position is also shown, and 
this is important later on. Each 
player is allocated some trading 
cargo at the outset, the number 
ofitems being shown and a start 
cash balance of £5,000. At the 
base of the display the Captain 
and Ship are indicated and you 
are asked to which star you 
wish to travel next. The star is 
Selected by pressing its Initial 
letter. The process is repeated 
lor each player, ship by ship. 
When this is completed an ETA 
of ptanetfall is shown, followed 
by the first player's ship's log. 
This indicates any travel delays 
and reasons and arrived at des- 
tination. Occasionally you may 
actualhy discover a new system 
which will then be displayed on 
the Galaxy Map. 

The ship's log then becomes 
the Trading Display. A flash tells 





| complete 


The trading screen of Planetiall. 


you whether vou are selling or | to drag things out such a lot, 


buying, and the commodity in 
question is displayed, the num- 
ber of units the planet wishes to 
buy from you and undemeath 
that you may enter the number 
you wish to sell. The planet will 


' then make an offer over which 


you can haggle until a deal is 
setled or falls through. After 
selling you can start buying 
atong similar lines. When all is 
you may deposit 
money at the local bank if pe 
wish and you are then asked 
which destination you wish to 
visit next. Pressing the X key will 


display the menu so that you | 


can have a look at the Com- 
modites and Travel display 
again to judge the most suitable 
destination for your cargo. 

Additional details are the 
bank statement which shows 
deposited money and assets for 
all players, and the random ele- 
ment of Urgent Messages. This 
details the urgent need for a 
commodity on one of the star 
Systems and you must dash to 
be there first. 


CRITICISM 


O Obviously not a game cf 
much fun for the single player. 
The program never really sup- 
pled enough information on 
which player was having his or 
her go | found myself lost in 


space in what was an unin-| 


teresting game. 


O Whatever images the name 
Planetiall conjures up of inter- 
galactic mega-bug-blasting 
would be wrong, because this is 
a lrager game and it is one of 
the best trader games I've play- 
ed in a long time. The game is 
fun to play because it is self 
expianatory and easy to play. 
The display is well thought out 
and laid out in an easy to see 
manner. If want a trader 
ame, this is definitely one to 
uy. 


O Planetfallhas the advantage 
of being very flexible, allowing 
you to determine the length of 
game and its complexity. It's 
really designed to let lots of 
players take part, but | suspect 
that more than four would tend 








Each player doesn't have too 
much to do, but as the game 
progresses you begin to realise 


that careful planning of buying | 


and selling, as well as picking 
the planets to do it all on, is very 
Í ant. Input routines are 
quite rapid and the whole is well 
thought through. 


COMMENTS 


Control keys: general inpur 
Use of colour: good 


Graphics; text only 
sound: poor, optional on or ofl 
Skill levels: 1 


| Screens: 11 displays 


Features: 2-12 players 
Originality: overall concept is 
not uncommon and originality 
hardily enters into this type of 





me 
one rating: above average 


to g00d, wilhone reviewer not 
enjoying it at all. Good value for 
larger groups who like this type 
of game. 
Use of computer 62% 
Graphics NHA 
Playability 69% 
Getting started FIV 
Addictive qualities 65% 
| Value for money 70% 
Overall 68% 





THE FALL OF 
ROME 


Producer: Argus Press 
Software 

Memory required: 48K 
Retail price: £6.95 
Language: BASIC 
Author: M. Edwards 
(Spectrum version by 
P. Rawling) 


This strategy game is set in the 
period starting from 395 AD, the 
moment when the sweeping 
pressure oÍ the barbarian tribes 
finally forced the Roman 
Empire to its khees, The object 
of the game is to see whether, 
by skill and manipulation of the 
forces at your command, you 
can alter the events of history 
and maintain Rome as a great 
empire. The Fall of Rome is for 
one player against the com- 
pulter, 





id 


Alithe events take place on a 
map of Europe which is divided 
by red border lines into the 
various provinces. At the start of 
the game you are shown those 
which are under Rome's con- 
trol. Playing is split into three 
distinct phases. During the first 
you are asked to create and 
move your forces province by 
province and any money ba- 
lances left over. Your military | 
forces are split into Mobile and 
Static legions, Cavalry units and 
Auxilaries. You are allowed to 
creale one mobile legion per 
province per tum if you have | 
sufficient funds. Static legions 


are converted from mobile ones 


but, once converted, may notbe 
changed back. Again, depend- 
ing on funds, you may create 
cavalry or auxilary units in a 
strict ratio to the number of 
mobiles in the province. If any 
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money is lefl over, it may be 
moved to one of the adjacent 
provinces indicated on the map 
where it may do more than 
“leaving itwhere tis. 


movement part of the game. 


Here you are asked how many | 


mobile legions you wish to 
move, again, province by pro- 
vince. The same goes for caval- 
| ry and auxilaries if there are any 
present. With each province, 


the map will indicate the possi- | 


ble destinations of the move- 
ment. 

The third, or attack phase, 
shows you how many enemy 
tribes there are in the various 
provinces where Roman milit- 
ary forces have been moved, 
and it gives their varying 
strengths. You are allowed to 
attack one enemy per province 
per move. The computer calcu- 
tates the result based on enemy 
strengths and Roman forces 


available. this completes a tum | 


and one tum represents five 
years. At the commencement of 
the second tum you can see 
how well you have done, where 


you have hung on and where | 


you have lost control. 


CRITICISM 


O 'The Fall ot Rome is quite 
playable but it misses the quali- 
ty thal makes adventures, 
strategies and some arcade 
games good, the quality of mak- 
ing the player believe he is inthe 
situation depicted by the com- 








puter, The graphics arent bad, 
but a game about the fall of 
Rome doesn't need graphics — 
after all, adventures and 


| strategies are in the mind of the 
The second phase is the | 


player. 


O Ima itile surprised at Argus | 
| fortheircovers on lhese games. 


Nowhere does it state which 
computer the game is for, 
although there are obviousiy 
several versions available, and 


yet inside on the inlay it states | 


that you should check on the 
cover carelully to see if you 
have the nght version for your 
computer! The instructions are 
reasonably comprehensive and 
the game is easy to handle after 
a fe 


included insert showing the 
names of provinces is useful = it 
doesn't, however, te up fully 
with the map on the screen 
which is confusing when you 
want to move troops into un- 
occupied areas. The element of 
strategy is interesting when re- 
plaving real history, even mithin 
the confines of whal is a very 
timited amount of memory for 
this type of game. | found cop- 
ing with troop movements was 
gasy and interesting for a while, 
but this is not a fully blown 
stralegy war game and it there- 
fore has its limitations. ll also 
lacks something in almos- 
phere. There is undoubteoly a 
major war game yet to be writ- 
ten along these lines. li seems a 
pity that on the whole most 
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| | glamorous 


w minules' playing. The. 
map is well generated ano the | 





clever or sophisticated prog- 
rammers want to work on more 
projects than mar 
strategy games. The Fall of 
Rome is quite educational, a 
reasonabie amount of fun at 
first, but not really exciting 
enough in the end to appeal all 
that wide yo! ai 


COMMENTS 


Control keys: general input of 
figures or firstthree letters of a 
province 

Keyboard play: a user-friendly 
program with good error 


trapping 
Repsonses: the BASIC 


| program works with 


commendable speed and 


Ir i£a 
ns 


COACH 


Producer: Creative Sparks 
Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: John Harris 


The West has never been wil- 
der! The driver of the San Pedro 


| joe has been shot in an 
ambus 


h and the coach is out of 
control. Creative Sparks bring 
you three different screens of 
action in this unusual arcade 
style game. Stagecoach em- 
ploys an isometric 3D style 
perspeciive view where posi- 
tioning of the-characters plays a 


“| partin getting through. 


The object is to leap onto the 
stage, get the horses under 
control and drive the stage on its 
way, collecting passengers, 
boxes of ammo or gold ama 
steering a safe course through 
the dangerous Sierra Peligrosa 
mountains, avoid the 
anche indians, and finally arive 
safely at the small mining town 
of San Pedro. This is every- 
one's chance to become John 
Wayne. 


om | 


computer assessment time is 
Keptto a minimum 
Use of colour: sensible rather 
than exciting 

Graphics: very good map, 
clear display 

Sound: poor 

Skill levels: 1 
General rating: for strategy 
fans and younger players this 
could be worihwhile, as there is 
a fair amount to handle. Overall 


on the average side. 

Use of computer 65% 
Graphics 54% 
Playability 52% 
Getting started 63% 
Addictive qualities 47% 
Value for money 49% 
Overall 55% 


The first screen is called The 
Jump. Here you see yourself 
riding on your horse through a 
barren desert. But it isnt so 
barren. The sand is strewn with 
cacti, animal bones, graves and 
other debris. Running into any- 
thing will unhorse you. The 
computer automatically picks 
you up and limps you back to 
the horse. Pressing the fire but- 
ton will remount you, but watch 
out for the cactus plants. Re- 
mounting near one will just 
cause you to fall of again. Foriu- 
nately, you can walk your horse 
past them. Slowing down, you 
see the San Pedro stage, 
driverless and plunging for- 
wards to catch you up, It veers 
all over the place. You must 
now ride up behind it and leap 
onto the roof, then walk across 
the roof and take the reins. 
Having gained control of the 
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“Pass further down the car please" = picking up a passenger 
ea a EE 


coach you must now drive it on, 
sowing to let passengers 
board, Care is required or you'll 
miss them as they jump up and 
down in rage, worse still, you 
could run them over, 
Pickng up enough passen- 
gers will move you onto the 
second screen, the San Pelig- 
rosa mountains. This section of 
the game requires you to drive 
between the precipitous moun- 
tains, find the way through with- 
out damaging the coach too 
much, avoiding rockslides, and 
collect boxes of gold or 
ammunition. All the details can 
be seen on the map facility. 
Survive the mountains for a set 
period of time and you will 
| emerge onto the Indian plain. 
These ferocious savages will 
nde up, one to the front and two 
to the side, preventing you from 
steering the coach, while a 
tourth will attempt io jump on the 


stage, grabbing passengers. All | | 


you can do is get up on the roof 
and attempt to shoot them. If an 
indian gets up onto the roof 
when you are up there, or when 
there are no more passengers 
left, then the game will end. lt 
wil also end if the damage 
points mount too high in the 
mountains, or you fail to pick up 


passengers in time on the first 


screen. 

There are four skill levels 
which affect how much the 
stage moves about while trying 


to mount it, how close you must | | 


Slop to passengers to collect 
them, the length of time allowed 
for collecting gold in the moun- 
tans, how much damage a 
rocktall will do, and the distance 
from town you emerge from the 
mountains. Apart from the dis- 
play, other information provided 
is damage points, number of 
passengers, damage points, 
gold and ammo collected and 
distance to town and time spent 
in mountains. This information 


can be accessed by a key 


press, otherwise the screen | 


only shows the game. 


CRITICISM 


O Yep, | sure found it difficultto 
jump up onto the stagecoach in 
the first part of the game, but on 
doing sol rode the coach 
into the mountains. There man- 
oeuvenng was made easier by 
the helpful arrows which indi- 
Cate an open ended direction, 
and an ability of the horses to 
reverse (clever horses)! This is 
a q00d game which | enjoyed: a 
point against it though was the 
ong time between starting 
again after hitting a cactus — but 
then | noticed that you can 


| very 





speed this up by pressing H. 
Perhaps there was a lack of 
sound, but overall, pretty good 
pardner" 


Ol feitihis was a bit of a 
disappointment after Orc 
Attack, nevertheless, it should 


lake a long time to master. 


Instruciions are excellent and 
extensive. Playing the game is 
quite difficult, more so on the 
second screen in the moun- 
tains. Compared to Orc Attack, 


| the graphics are rather plain 


although the animation is quite 
g000. There could have been 
some improvement on the 
general detail especially the 
way lhe stage tums, which it 
does by rolating through 45º 
suddently, ai not 
squashing up in pective. 
This Ed the tum look rather 
unrealistic. Good features are 
lhe bucking horse, riding indi- 
ans and also lhe way that they 


| drag passengers out of the 


coach. | would have thought 
colour and sound could have 
been put to beiter use, bul 
saying this, St ch will 
provide hours of skillful fun.' 


O The perspective view of 
Slagecõach is a lite similar to 
that in Ant Attack, although it 
looks a little ungainly when the 
coach is going away from you. 
But the animation of “you”, your 
horse, the passengers and the 
Indians is excellent and quite 
realistic. There's also quite a bit 
more to do in this game than in 
Ant Attack. Positioning yourself 


to jump is very tricky, especially 
with the cactus plants popping 
up from behind the coach. The 
presentation and instructions 
on the inlay are very detailed, 
and the overall control seems to 
work very well when you get 
used to the perspective. 


COMMENTS 


Control keys: user-definable, 
four directions and fire needed. 
H speeds up remounting, 
ENTER for the map 
Joystick: ZX 2, Kempston, 
Fuller AGF, Protek 

d play: very 
responsive 


Use of colour: good 

Graphics: good animation with 

lots of detai 

sound: good tune, otherwise 

limited 

Skill levels: 4 

Lives: percentage of damage 

or iack of passengers 

Originality: a very unusual 
ame 

General rating: good to very 

good, playable and reasonably 

addictive. 


Use of computer 89% 
Graphics 75% 
Playability 73% 
Getting started 89% 
Addictive qualities 72% 
Value for money 76% 
Overall 79% 
| - TE SS 








Theres no need to run, = there'll be another along in a minute 
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NOT JUST À PREIIY FACE! 


he Spectrum dual port joystick It will run any software. That is:- 
interface is a highly versatile and Using keys 6,7,8,9 & O 
price competitive joystick | eys 0,/,8,9 & U. 


Having redifinable key functions, 
interface offering two joystick ports. 
The first port dimilalos 6,7,8,9,&0 Using in (31) (1.6; Kempston). 
keys. The second port simulates i in (31) 
command, 
The ports will accept any Atari style 
joystick. 


4 à fa CY - " I 1 
men As nr! E Por k 
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pa 
1º 
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“Please rush me the following N 
Fi «« Dual Port Joystick . 
* Interface(s) & €13.00 each 


“ Please add post and packing 
"| enclose cheque/PO!Cash for 
4 or sena my rá id No. 


Ed 
E” Signature 
"Adultos 
Sá Or send S.A.E. for the New D.K. Tronies Spectrum Eatatóguro 


“Available sem or from g0o0d computer shops anywhere” 


dktronics 


DK Tronics Ltd. Unit 6, Shire Hill Industrial Estate, Saffron Walden, 
Essex CB11 3AQ. Telephone: (0799) 26350 [24 hrs) 5 lines 





e ve just added the final touch to our 
professional keyboard. 
This new Microdrive compatible 
keyboard offers more key functions than 
any other in its price range. And the stepped 


keys and space bar make it even easier to use. 


Our keyboard, constructed from high density 
black ABS, will take your Spectrum into the 
professional league. 

has 52 “stepped” keys plus space bar. À 
separate numeric key pad consisting of 12 red 
keys including a single entry delete plus 
single entry “decimal point, facilitate fast 
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AltigalcidieNo [o jfo Eai inA 

the 15º x9º x 3" case will accommodate 
your Spectrum and other addons like interface 1, 
power supply etc. and forms an attractive 
seltcontained unit. 

All connections, power, Mic, Ear, T.V.. network 
R3232 and expansion port are accessible at 
fhe rear. 

A few minutes, a screwdriver and the simple 
instructions supplied are all you need to fit 
Your Spectrum, 

All dKiPOnICS products are covered by a 
comprehensive guarantee, 
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E” keyboard(s) ........ 
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>” | enclose cheque/POICash for Total € 


* Please add post and packing ,.......... 


era, AS DO: * 
cases 
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” or debit my AccessiBarclaycard No. 
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” Signature 
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“Available direct or from good computer shops anywhere” 


DK Tronics Ltd., Unit 6, Shire Hill Industrial Estate, Saffron Walden, 
Essex CB11 3AQ. Telephone: [0799] 26350 [24 hrs) 5 lines 





NOT JUST A PRETTY FACE! 


(ie Superd new interíaca is one of our very...) Quiekshot Joyatiok 1:/E8.65 
atest developments for your Spectrum, Dn 
Offering even more features, as it's pro- Era pone response 
“ol a A a Stabilising suction caps. 
supplied you can now use it with any software. 4Mftlead | 
Programmable for up to 17 directional DOAR IES SRS 
'movements i.e. diagonal and fire. Quickshot Joystick Il: €12.95 


Features include: | Incorporating all the features of 


i Et pp, E] 
17 directional Rear connector ta Ro grip 
movements forother addons Trigger fire button 
- Keyboard remains | Microdrive “Rapid fire option 
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o] lgase rush me the following 
A ri . Programmable Joystick * 
4 Interface a 
* ::. QuickshotJoystickl ....o... E 
4 « Quickshot Joystick... E 
é Please add post and packing.........£1.25 
* lenclosecheque/PO/Cashtor ..., Total£. 


Pá or debit my Access/Barclaycard No. 


Si Signature 


| 1” nddress 
A Or send S.A.E, for the New D.K.Tronics Spectrum Catalogue 


“Available direct or from good computer shops anywhere” 


DK Tronics Ltd.. Unit 6, Shire Hill Industrial Estate, Saffron Walden, 
Essex €CB11 3ÃQ. Telephone: [0799] 26350 [24 hrs] 5 lines 
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"he Three Channel Sound Based around the popular AY-3-8912 
' Synthesiser interface sound chip it gives you complete contro! 
incorporates a BEEP audio (from basic or M/C) over 3 channels of 

amplifier and a 3 channel sound tone and/or white noise, plus envelope 
synthesiser. and volume control. lt comes with its 
“The BEEP amplifier | improves the sound own pod mounted (4") speaker with. ng 
quality and ouiputofthe BEEP metreofcablesothatitcanbe 
pal The 3 channel sound br positioned anywhere. | 


r ac adds ata new. “ Once this is fitted to the expansion Rr, Ea P 


dimension to sound on your S so gs Ho dat prega will never Soup ninções a 


pp O 


sm e =— 


sm 
? Please rush me the following ho 


/ Three Channel Sound 
E” Synthesiser Interfaces & f29.95each. EN 
ff Please add post and packing........., .£1.,25 
| enclose cheque/PO/Cash for 
Má or debit my Access/Barclaycard No. 


Ad CINTITTITITTT TI TI] 
7 Signature Name 


SA Address 


——-— 
7" or send S.A. E. for the New D.K. Tronics pesa Catalogue casa a" 
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“Available d direct or ffom good computer shops anywhere” 


dK tronics 


DK Tronics Ltd, Unit 6, Shire Hill industrial Estate, Saffron Walden, 
Essex CB11 3AQ. Telephone: [0799] 26350 [24 hrs) 5 IInes 





SOUND IDEAS FOR YOUR 
SPECTRUM 


he Three Channel Sound 

Synthesiser interface 

incorporates a BEEP audio 
amplifier and a 3 channel sound 
synthesiser. 
The BEEP amplifier improves the sound 
quality and output of the BEEP 
enormously. The 3 channel sound 
Synthesiser adds a totally new 
dimension to sound on your Spectrum. 
It allows you to program your own music 
with harmonies, explosions, zaps, 
chimes, whistles and an infinite range of 
other sounds over a full 8 octaves. 
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Based around the popular AY-3-8912 
sound chip it gives you complete control 
(from basic or M/C) over 3 channels of 
tone and/or white noise, plus envelope 
and volume control. It comes with its 
own pod mounted (4”) speaker with 1 
metre of cable so that it can be 
positioned anywhere. 

Once this is fitted to the expansion port 
your programs will never sound the 
same again! 


* Please rush me the following 


Them legáis ses Lee 


Ed 
LÁ Please add post and packing 
4 lenclose cheque/PO/Cash for 


vo Total p=. 


Pá or debit my Access/Barclayc ard No. 
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E” Ots send 5.4.E, for the New DK Tronics spectrum Catalogue 
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DK Tronies Ltd. Unit 6. Shire Hill Industrial Estate, Saffron Walden. 
Essex CB11 3AQ, Telephone: (0799) 26350 [24 hrs) 5 lines 





OT JUST À PRETTY FACE! 


he new dKiPonics Parallel olilaicidiciato lala []R-Mo fo olio E D/= oro (o! 
Centronics Interface will link etc. 
Ta | sd É a | screen dumps 
with a standard centronics input. As All control codes allowed through to 
he choice is vast, you can select the printer 
printer exactly suited to your needs. Fully microdrive compatible 
supplied with full instructions and 
Features of the Interface include: controlling software 
Runs all parallel centronics type All dktronks products are covered by a 
eldiaiicigo comprehensive guarantee. 


Controlling software fully relocatable Available now! Post the coupon (e Te [e |, 
Interfaces with any software using the 
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* Please rush me the following 


A Parallel Centronics 
bRO sete + ERRA 


LÁ Please add post and packing 
4 tenciose cheque/PO/Cash for 
“or debit my Access/Barclaycard No 


pe To aa Sd SA " * 
* Orsend SAE. tor the New D.K Tronics Spectrum Catalogue CM.9.84, ", 


“Available direct or from good computer shops anywhere” 


trOnics 


DK Tronics Ltd. Unit 6, Shire Hill Industrial Estate, Saffron Walden, 
Essex CB11 FAQ. Telephone: [0799] 26350 (24 hrs) 5 lines 





ST À PRETTY FACE! 


ur new generation light pen and interface partially completed screens onto and from a tape 
is designed specifically for your Spectrum and with a 48K Spectrum retain screens in 
and works down to pixel level for memory and animate. 
complete accuracy. You can also use the machine codes in your 
Now you can produce high resolution illus- gg, OWN programmes for selecting 
trations with the 16 pre-defined instructions, Fl a “e. from a menu, playing games 
selected from the screen controlled A a, (ça IA 
menu. Change colour, border, paper, 


“ supplied), 
| The interface fits 
ink. Draw circles, arcs, boxes or 


“. neatly into position 
— and comes complete 
with software 
casseite. 


lines. You can fill in objects with 
colour, insert text or draw freehand, 
save and load completed or 


o rr 2: 


Please rush me the following 
and Intertace(s) 


” | Pleaseadd postand packing ...... cc 1.25 
|enclose cheque/PO/Cash for Total 


DK Tronics Ltd. Unit 6, Shire Hill Industrial Estate, Saffron Walden, 
Essex CB11 3AQ. Telephone: [0799) 26350 [24 hrs) 5 lines 
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This is an 8” version of the micro 16 way This is an extension cable that enables 
drive lead. Sinclair's lead is only 4” long Spectrum peripherals to be distanced 
and for many applications this may not | from the computer. 


be long enough. It enables you to space  Itis supplied 9” in length and will allow 
the micro drive much further away from male or female connections to be made 


Interface | to the computer. 
The connector has special lugs to 

enable easy fitting/removal from the 

computer's expansion port. 
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4 Please rush me the following a 7 
“ , 
*.. Micro Drive Extension Leads 5.95 E kd, | mo | í . , 
E” «06 Way Ribbon Connectors WE995 CN ; Ma, es 
* Please add post and packing........... T1,25 a 
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" lenclose cheque/PO/Cashtor .... FotalE o hd, h ! 11) E) 
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* QrsendS AE. for lhe New D.K Tronics Spectrurr Catalogue 
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The Specbum Connection 





Outperforms any Spectrum interface 
Te unique Turbo interface from Ram gives you al these Or call our credit card hot line on 02514 25252 (Access and 


features — and more — in one unit Visa welcome). 


x Avariety ofinterfaces including: Rom cartridges, two 9away D plugs GU BRA Electronics (Fleet) Ltd, 106 Fleet Road, Fleet, Hampshire 
for standard joysticks, PLUS full expansion bus at rear 


«je Compatible with Kempston and Protek protocol, psd senna 

“e Works with latest Quickshot Mk Il auto rapid-fire joysticks! — — Spectrum Turbo Interfacels) at £22.95 

| ; | | + £1 p+p joverseas orders £3p+p) 

à Choice of Rom cartridge or tape cassette software. 

| coação O Quiclshot Joysticks) at$995 

** Instant program loading with cartridge software. (Only when purchased with Turbo — normally £1295 + 4 p+p) 
& Builtin power safety device — unique to Ram Turbo. | enclose cheque/postal tra rry Access/Visa for £ 
ae Full one year guarantee. 

* Immediate availability — 24 Hr despatch on receipt of 

E Q./credit card details (cheques — seven days). 
“e Incredible value — only £22.95, 
S0 don't wait around = simply complete 

the coupon and send it to us today. 


Tade and export enquíries welcome. 





